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The future of electronic entertainment 


ot that Edge hadn't noticed, but it is nevertheless 
М: surprising to again realise that the PS2 hasn't gat a 
tormat-exciusive exponent of the FPS genre able to 
compete at a global level. Looking at the other popular 
gaming categones you nd Gran funsmo, Final Fantasy) 
and Jak and Daxter, to name the franchise trio that pops 
immediately into our sights. These are games forming part of 


oony' s carefully defined strategy that ensures its console can 


Halo for the Fi 


either steal, or at the very least share, the spotlight focused on 





the most Significant genres — а crucial component in the 
company's relentless drive to entice gamers to join its 
record-breaking gaming community. 

It’s struggled with the firstperson shooter, though. Three 
years into its limited lifespan, the PS2 still hasnt got an FPS It 
can call its own — certainly nothing to match the importance ol 
Half-Life or Halo's onginal releases. And with the next 

stalments from Valve and Bungie (not forgetting id's 
Doom ill) destined to appear on Xbox, it needs опе. Lettin 
Microsoft enter the next next-generation war in such а 
commarndirx poston over SUCN a cn 
even if only from the perception of gamers — would be foolish. 

Besides, PlayStation2 owners are clearly crying out for a 
actical, miltary-based FPS able to rival the kind PC and Xbox 
players already enjoy. The fury of internet forum activity 
Surrounding Aione, а game, lets not forget, that по one 
outside of SCEE or Guerrilla (and now Edge) has seen — а 
game without pedigree — is evidence of this 

ls Killzone that дате? Edge is no fortune-teller, preferring 
at this stage to rely on facts rather than conjecture. 
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Youll find those on p52 
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052 Prescreen FOCUS: Aizo 


А world exclusive look at Sony's tactical FPS. 
Not that Edge feels the need to shout about it 


062 Audience with... 
Holland 

Anthropologist turned videogame maker. The 
X-Wing vs. TIE Fighter creator shares his views 


Larry 


NEC PC Engine 
It's the PCE's turn = the diminutive home to some 
of the best arcade conversions ever produced 


082 Its super effective! 
With the benefit of perspective, Edge attempts to 
make sense of the Pokémon phenomenon 
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The future of independents 


As the power of UK publishers waned, so developers learnt to take control of their destinies. But as 


budgets rise and next generation hardware solidifies, how will the UK independent scene survive? 
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and Bizam ations have released milli 


selling Games based on home-arown 
concepts. Un tne other, respected studios 
such as Software Creations, Hunecraft, 
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TO of Blitz Games 


agrees the industry finds itself in a strange 


Andrew Oliver, С: 


situation. "Many developers are in a far 


NT ЕЕЕ ee d-——— 
Weaker position financially than they were a 


ortunatery, Geveopers have 
ast three types —— 
Suc 35 а Гага ара De 5 
Ashley Hall gs СЕО. “Pubis 
t lO таке ey, The retailers and 
М eople want games with 
an track record or games that аге 
simular to Games Win a proven track recor | 


‚ thay can predict sales. In addition, the 
console vendors want us to make thei 
hardware look incredibly powerful. " 
ding to Blitzs COO, Nigel Davies 
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powerful players, developers are having to 
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5. ks' creative director William Latham 
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and in-house lawyer for this reason 


Walk of life 


Го some degres, this sort of shakeout 
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iO or 40 people, startups such as Brat 


Design, which is currently completing the 
highly-anticipated PC shooter Greed, сап 
create а game with iess than ten membel 
of staff. And because games are a high-risk, 


hign-reward business, there v 


“How often do we see a publisher acquire a 


great external team, only for key staff to leave, 


unable to work in a corporate environment?” 
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issue is the perception that publishers are 
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Good news: Bad news 


Warthog 

Good news: Signed a deal with EA to 
develop Harry Potter and the Philesopher's 
Stone for PlayStation2, Xbox and GameCube 
for a Christmas 2003 release. 

Bad news: Expects 10 report a pre-tax loss In 
the region of £750,000 for the current 
financial year bes : of the delays of 
signing up one gar a new publisher, 
following what it refers to as ‘the financial 


failure of the original publisher’ 


ер, 


opes remain high for I-Ninja 


Argonaut's remaining game signed to Namco, 


while it continues a я 


helping ^ Argonaut to find another publisher 


Blitz Games 
Good news: Currently working on high-profile 
coming Will Smith 
z 11" for Empire. 
Bad news: The European rights for its 
completed Cu 
the implosion and subsequen 
US publisher 3DO 


M 
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£500,000 in the last financial year due to 
doubtful debts trom a single propect as well 


as suffering delays to other key projects 











inherently biased towards placing projects 
with thair internal studios, partly because of 
the way they work out the cost of 
development. 

"It's often the case that UK developers 


sufter when bidding for contracts because 
while our price is inclusive of features such 
as sound, scripts and quality assurance, the 
publishars seam to forget to take these into 

cocount when costing internal 
development," says Blitzs Nigel Davies. 
"The result іѕ а false cost advantage for 
intemal teams.” 

Royalties, or lack of them, are another 
moat point. "The retail cost of games, and 
therefore the royalties we get, haven t gone 
up in line with the cost of developing a 


"The next console transition clearly adds 
enormously to the risk of being a game 
developer. It's not a problem for other sectors" 


« 008 


triple-A title," says Free Radical Design's co- 
director Karl Hilton. "From that point of 
view, It has become more challenging to 
compete in the world market and make 
good levels of profit." 

"In general, it does seem to be the case 
that the industry is tailored so developers 
don't do too well out of success," agrees 
Wiliam Latham, adding, "I think there will ba 
some changes in this respect in the future." 
As he points out however, developers need 
to take responsibility for their own working 
practices too. “Royalties aren't the whole 
picture," he continues. "It's also about 
developers ensuring they are working 
efficiently, If you get that right, publishers 
can see you've got your act together, and 






they're more likely to be more generous.’ 


Cost of failure 
But while there are fears the commercial 
sienne is harming the Industry's freedom 
more than ever before, others cite the 
failures of a previous generation of highly 
original content as a justified reason for 
publishers caution. Games such as 
Confounding Factors Galeon, Elixir's 
Republic and Argonauts Malice were 
started in the late 1990s and, expensively, 
at the time of writing remain m e 
"Tha first rule of business is to give 


customer wnat they want. If they want m y 


Potter, FIFA or Madden, then let them have 
" states Karl Jeffery, CEO of Climax. 
company which has grown from years of 
mundane if well-regarded contract work o 
icanses such as Thame Park, Power 
Rangers and SpongeBob Squarepants to 
become one of the most powerful 
independent developers in the ЦК. 

Unsurprisingly, Jeffery has a gung-ho 
view of the future. "We're in an incredipiy 
strong position,” he boasts, Санто: 
“Climax is more profitable than all the other 
UK developers added together." 

For him the solution to the challenges 
facing the industry — notably the rising cost 
of development and the risk-averse nature 
of publishers — is simple; stop complaining 
and start competing. "Independent 
developers should be using their own 
resources to innovate, take risks and create 
the hits of tomorrow, 

With that in mind Climax is planning to 
expand from its current level of 350 to S00 
people, organised in six studios, one of 
which is in LA. "But even then we will only 
have bandwidth to handle eignt or so maior 
franchises," Jeffrey says, highlighting the 
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industry perception that the quality bar will 
continue ta rise, as 10 per cant of games 


suck up 90 per cent of industry revenues. 


Working the cycle 

Perhaps the biggest long-term worry for the 
UK independents is the inevitably of change 
however. Just as they have got used to 
working on a piece of hardware, so they 
know they have to start dealing with 
something new. The next console transitior 
predicted to hit in 2005/2006, clearly adds 
enormously to the risk of being a game 
developer. It's not a problem faced by the 
music, film, fashion or design sectors. 

Last time round the transition between 
PSone and PlayStationa was badly 
handled, which didn't help matters. As 
publishers moved too quickly to the new 
hardware, developers’ income was 
significantly reduced as royalties from 
games released for the large PSone marke 
were replaced by games that failed to breal 

even in a lacklustre PlayStation2 market. It: 
unlikely the same thing will happen next 
time but there is nervousness that Sony, in 
particularly, will take the opportunity to limit 
the number of developers who gain early 
access to its new hard-to-program box of 
ticks. “The big issue will be which studios 
get devkits first. There could be 
another cull of developers at that point,” 
reckons Latham. 

"Olimax's directors discuss the subject 
of next generation consoles almost every 
day," reveals Jeffery, somewhat predictably 

"Managing console transition в a соге- 
competency of any respectable games 
company and our advanced technology 
group has been working on tools for омега 
year now." 

Another worry is the knock-on effects 
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Some malcontents suggested 


that и PlayStation2 te team sizes would have to 
rise to over 100, [nanktully that didn't 
happen but some developers are already 
preparing for that eventuality. 
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PlayStation3 and Xbox? will peak to 
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between 50-100 ре says Ashley Hall 
‘That's what we hanging our company 
to accommodate; we're improving out 
financial base, our cross-platform tools, our 
processes and management." 


Gertainly with many UK developers 
sonsisting of less than 50 staff, the spectre 
of having a whole studio working on one 
game should be enough to provoke smaller 
studios into action. One move has been the 
formation of Game Republic, a consortium 


Jf Northem developers, which has been set 





up with funding from Yorkshire Forward, а 


оса government funding organisation. 


Ё сиңиш e бф ыс DT 
Within this framework, developers such as 
The Gode Monkeys, Team 17 and 


Hevolution hope to boost their bargaining 
power with ع‎ as wall as 
collaborate on projects. 

“Whether govermrment-funded bodies 15 
the way forward for the industry is a moot 
point, but neither is inaction. What's obvious 
is that the next couple of years will be 
difficult ones for many developers 

{за classic scenario of the survival of 
the fittest,” ends Colin Bell, managing 
director of Juice Games, a startup born out 

of the embers of Rage Warrington. “Those 
that make it will be more professionally 
managed and better funded bu 


there will be fewer of us. 


There have been plenty of success stories 
from independent UK development 
studios in recent years. TimeSplitters, 
Conflict: Desert Storm, Total War, State of 


Emergency, Black & White and Project | 


Gotham have all sold more than a million 
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Upon a star 


Edge asked the heads of five 
UK developers, what changes 
they would make to the industry 


it they had one wish 


Ashley Hall, CEO, Warthog 
Ensure publishers pay their bills Ashley Hall, CEO, Warthog 
exactly on time and afford the 

credit which ts due to the 

Herculean efforts produced ona 

daily basis by independent 

development teams in the UK 


Andrew Oliver, CTO, Blitz 
Get trust from our publishers. Andrew Oliver, CTO, Blitz 
Trust that we can deliver, trust 

that we can handle bigger 

budgets responsibly and trust 

that (he experienced developers 

who are still left on the playing 

field really do know what 

they're doing. 

Karl Jeffery, CEO, Climax Karl Jeffery, СЕО, Climax 
Persuade Microsoft to buy us 

for twice what they paid for Rare. 
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Jason Kingsley, СЕО, Rebellion 
Remind publishers that time lost 
at the beginning agreement 
stage of a deal ts time lost at the 
end of the project. Jason Kingsley, CEO, Rebellion 
Jonathan Newth, MD, Kuju 

speed up the decision making 

process within publishers and 

the attendant contract 

negotiation process. | don't 

understand how it can take 

months for lawyers to draw 


up a contract. Jonathan Newth, MD, Kuju 








Xbox homebrew community declares independence 


Linux hackers' demands come to nought; 
Microsoft's console security blown apart 
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Xbox Emulation 


If the disintegration of the Xbox's security 
wasn't enough bad news for Microsoft, the last 
low wooka have seen significant improvements 
in the PC-based Xbox emulator CxBx. 

The impressive project reached version 0.76, 
and is пом capable of running several Xbox 
technology demos and some homebtrew 
progr. While full compatiblity with 
Commercial Games still appears some way off, 
Acclaim's Turok Evolution recently received the 
honour of being the first Xbox game to show 
signs of life on a PC, in the shape of a “This disc 


is damaged or dirty" error message. 
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Not all Xbox hacking is undertaken with malicious intent, with plenty of websites dedicated to turning Microsoft's console into a hardware 
platform that supports homebrew programming. Nevertheless, there are no shades of grey for the defenders of intellectual property rights 
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London gears up for Games Week 
Developers to receive their own private space as every part 
of the gaming audience is catered for by event organisers 





1] his August sees a variety of videogame 
related events take place as part of the 


newly branded London Games Week. 
Taking place from August 25-31, the 


mainstay of the event will be ECTS, Game 


Developers Conference Europe (GDCE) and 
PlayStation Experience ~ all located at Earls 


Court in central London, But the week will 
also witness various press launches, parties 


and awards ceremonies, Including the 


Entertainment Software Charity ball on 
B and the 'Develop' Awards on 





ч f in Kensington 
Now in its 14th year, ECTS 2003 takes 


place at Ears Court from August 27-29, 


entertainment. Tickets are on sale 
either from the event Website 

(www. playstationexperience.com) or by 
telephone on 0870 4445208 priced 

ЕБ per session plus booking fee. 

The development community is to be 
especially well catered for by London 
Games Week, first by GDCE, which is now 
in its third year, and which runs from 
August 26-29, but also by the introduction 
of Games Market. GDCE will once again 
See vanous Keynotes, lectures. tutonatrs, 
panes and roundtables over the course of 
its four-day span, This year’s keynote 
speaker is Naughty Dog's Jason Rubin, 


“Highlights include a ‘developer deathmatch’ 
between Peter Molyneux and Gary Penn and 
the ‘Are you Game?’ keynote pub quiz” 


confirmed, including Activision, Atan, A 
BigBen, Codemasters, Eidos, Intel, Konami 
Microsoft, nVidia, Nokia, Sammy, Sony, 
THO, Ubi Soft and Vivendi, Once again, the 
event features its own awards ceremony (on 
August 28). presented this year by TV 
presenter, Kate Hussell 

And of course, the PlayStation 
Experience returns for its second year, and 
will be open to the public from 
August 28-31, featuring double the fioor 


space, more content than last ve 


arguing that graphics no longer matter to 
most gamers, whie other hignignts naude 
а ‘developer deathmatch’ between Peter 
Molyneux and Gary Penn, the ‘Are you 
Game?’ keynote panel (which is perhaps 
better described as a pub quiz), anda 
senes of panels devoted to the transition to 
next generation hardware platforms 

Games Market is a new addition to the 
line up of videogame events, and is jointly 
organised by TIGA and ECTS/GDCE 
organiser CMP specifically tor developers. It 
runs from Augus! 28-29, providing private 
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The PlayStation Experience will form the centrepiece of London Games Week for 
members of the public, though developers, publishers and retailers have their own events 


meeting space for developers to meet with 
pubishers in а Ою to get their games 
signed. Commenting on the new addition, 
ПСА Executive member lan Baverstock 
said: "A focused market for acquisition will 
deliver a benefit to all involved = not only on 
logistical and cost reasons but also to keep 
European indie development at the cutting 

edge of the giobal marketplace for 
new content." 

Visit www.laondongamesweek.com for 

more information about the vanous 


indvidual events 
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Edinburgh Game Festival momentum 


Clive Tyldesley to present the future of interactive 
entertainment at this year's Edinburgh Festival 





"MES August will see the inaugural 
Edinburgh iteration Games Festival 


(EIGF) take place as part of the fringe of the 


мега! Edinburgh Fa , in a bid to 
increase the pup lcs awareness and 
understanding of videogames, and to 
oromote the unique cultural contribution of 
the medium. It will consist of a week-long 
public exhibition as well as a one-day 
seminar for members of the industry 
culminating in an awards dinner at which the 


: E б + 
Winner? Or 1 


he event award for excellence and 
Innovation will be announced, The event has 
been set up in association with TIGA, ELS? 
and Scottish Enterprise Edinburgh and 
Lothian, and will be sponsored by Microsoft, 
sony, Nintendo, nVidia and Nokia N-Gage, 
all of whom will have their hardware on 
display at the exhibition 


Thus, as part of the EIGF, the Go Pla: 


2 Y 





Games event will allow members of the 
public to enjoy a hands-on experience of 
current and torthcoaming titles on 
PlayStationa, GameCube and Xbox and on 
РС via nVidia hardware. Attendees will also 
get a chance to play on Мока s N-Gage 
platform in advance of its release, and in the 
plush MOTRI of Edinburgh's Hoya 
Museum will also be able to take in a series 
of lectures and workshops. The eight day 
exposition will also encompass a vote for 
attendees' favourite game, and а 


рн |! tc win a state-of-the-art games 


ourtesy of nvidia. Entrance to the event 


is e tar children under 12, while ай 
ji 


runs from August 11-18, and will be open 


my E mi 
admission is £2 and concessions £1 
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The festival is aimed at celebrating the 
cultural significance of videogames 


zt fh "кл IE утчу е summ gam P 
at the Edinburgh international Conference 


a = в nen а Гу жы. um b m. i 
Centre on August 18, amed at members o 
ne industry tsen. me ce 





lectures, raundtable discus 


guyents Some of the progra i 


iA "ow " mors dem TE E, — m Les س‎ 
Worlchiew Lecture by Seamus Blackley, the 


Li 
Hollywood or Bust’ panel session, and the 
climax of the day, "The Beautiful Game: Pig 
Bladders will Fly’, a ‘debate’ to determine 
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the areatest football game ever macie, 
which will be hosted by well-known football 
MN Danny Kelly. 

Finally, the festival will conclude with the 
presentation of the inaugural award for 
excellence and innovation, which Edge |5 
sponsoring. Edge will also have the casting 
vote over а nine-strong jury of industry 
notables, who will be choosing the winner 
from a shortlist of 25 nominees provided бу 
the magazine according to a set of сам 
степа that match the cultural focus of the 
festival, More information about the award 
and the festival is available at 
VARIAR Ef or ile 
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The Edinburgh International Conference Centre will host the one-day industry conference, 


hosted by Clive Tyldesley, featuring speakers ranging from Seamus Blackley to Danny Kelly 








Go Play Games 


As Edge goes to press, the following titles 


have been confinned for the Go Play 
Games event at the Royal Museum: 


Big Mutha Truckers 
Empire 

Burnaut 2: Point of Impact 
Acclaim 

Dance Dance Revolution 
Konan 

Def Jam Vendetta 
Electronic Arts 

Enter the Matrix 

Atari 

EyeToy: Play 

Sony 

FIFA 2003 

Electronic Arts 

Gran Turismo 4 

Sony 

Halo: Combat Evolved 
Microsoft 

Ikaruga 

Atari 

Jak and Daxter: The Precursor Legacy 
Sony 

Jet Set Radio Future 
Kung Fu Chaos 

Microsoft 

Lara Croft Tomb Raider: The Angel of 
Darkness 

Fidos Interactive 

MotoGP 2: Ultimate Racing Technology 
THO 

Panzer Dragoon Orta 

Atari 

Pikmin 

Nintendo 

Pro Evolution Soccer 2 


Samba de Amigo 

Sonic Adventure DX Director's Cut 
cena 

Starsky & Hutch 

Empire 

Super Monkey Ball 2 
Sega 

Hulk 

Vivendi Universal 

The Simpsons Road Rage 
Electronic Arts 

The Sims 2 

Electronic Arts 
Timesplitters? 

Eidos Interactive 

Tony Hawk's Pro Skater 4 
Activision 

Super Mario Sunshine 
Mintendo 

Virtua Fighter 4 

Sony 








World Cyber Games 2003 commences 
UK Finals to take place this September to find 15 lucky 
winners who will be off to the grand finals in Seoul 








FIFA 2003 is among the competition 
games at the UK final qualifying rounds 
of the World Cyber Games in September 





"T^ he UK Finals of this years World Cyber 

Games will take place in September at 
the Shepherds Bush Pavilion in London. 
Entitled ‘The Samsung Challange’ and 
sponsored by Samsung, nVidia, GAME and 
Xbox, the event will run from 
September 5-7, 2003, and give 15 gamers 
the opportunity to represent the UK in the 
Grand Final of the World Cyber Games, 
which will be held at the Olympic Park in 
Seoul, Soutn Korea, in October. The event 
will alsa be open to the public, offering 
attendees a chance to get their hands on 
the latest games from various publishers, 
and view a variety of tech demos from the 
likes of nVidia. 

The competition games include Age of 
Mythology, Counter-Stnke (which will only 
be open to pre-qualified teams), FIFA 2003, 
Halo: Combat Evolved, Unreal Tournamant 
2003 and Warcraft Ill: Reign of Chaos. 
Winners and second place runners-up in all 
tne individual games, and the winning team 
of five players in Counter-Strike, will earn the 


right to represent the UK at the WOG2003 
Grand Final in Seoul. Up to 128 players can 
register for each individual tournament by 
buying an advance ticket for the day of the 
tournament. Tickets can be purchased on 
the UK Word Cyber Games Website 
(Nttp://uk.worldcybergames.org), and 
although it costs £10 to enter, this 

price does include a £10 voucher 
redeemable at GAME stores, 

In addition to the main competition 
gares, several publishers will be running 
their own informal competitions, while event 
sponsor Microsoft will be taking up the 
whole mezzanine floor of the hall with Xbox 
gaming pods and Xbox Live areas. 

The prize kitty totals £30,000, largely 
divided among a number of hi tech 
products from Samsung, nVidia and Xbox, 
but the most desirable pnzes are the 15 
all-axpenses paid places on the UK 
team travelling to South Korea for the 
Grand Final of the World Cyber Games / = 
later this year. = 
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US financial watchdog launches probe into the 
accounting practices of videogame publishers 





s Edge goes to press, the US 
Securities and Exchange Commission 

has revealed that it is conducting a wide- 
ranging investigation into videogame 
publishers and distributors. So far, Acclaim, 
Activision and THQ have revealed that they 
have received requests for information in 
order to assist the investigation, but it is 
understood that the probe is not limited to 
these three compares. АЛ three companies 
are listed on the Nasdaq axchange. 

According to a filing by Acclaim, it was 
notified of the SEC's investigation an 
July 11, while a further filing, by Activision, 
reveals that the investigation concems 
accounting practices within the industry; 
in particular the way in which revenue is 
recognised. Activision was at pains to 
stress, though, that the investigation did not 
imply any wrongdoing on the part of the 
three companies, stating, "The SEC has 
advised Activision that this request for 
information should not be construed as an 


indication from the SEC or its staff that any 
violation of the law has occurred, nor should 
it reflect negatively on any person, entity or 
security." 

It is understood that the investigation 
concerns the relatively widespread industry 
practice by which publishers recognise 
revenues on their income statements when 
units are preordered or reserved — rather 
than when units actually sei through to the 
consumer — witness Eidos’ undignified rush 
to release Tomb Raider on the last day of its 
financial year in order to recognise preorder 
revenues, tor example. Although it's a 
measure that protects publishers from the 
vagaries of slippage and quarterly financially 
reporting, it's certainly a grey area as far as 
financial regulation 8 concerned. And 
although the survey is no sign of 
wrongdoing, the potential implications of the 
investigation could have a sianificant impact 
on the way in which the videogame 


industry conducts its business. === 





The SEC investigation is no sign of 
wrongdoing, but it could have significant 
impact on the finances of publishers 
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Academic community powers up 


Bristol's Watershed hosts symposium for 
international videogame academic community 
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dge has always maintained tha 


Ompuüuter gaming 6 тоату Ignored as 


a subiecit worthy of aesthetic study by the 
жь '-"22 | га. a As » à nF . ass = hero 
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nore than happy to contnbute towards 1 


Power Up Symposium organised by the 
University of Western England this July. We 
paid for the drinks. 
The two days, taking place in Bristol's 
eclectic Watershed cinema, consisted of 30 
or зо academics from all over the world 


gathering to present their most recent 


research and papers regarding ail things 
£ Ы : 


gaming, receiving a critical response fron 

their peers. These lectures and debates 
ered many subiects and niche interests 

but were all a part of the meta-narmratmve: the 


ambition to explore and identity the 


"emerging relationships of consumption 


play, new media technologies and structures 


of social and economic power". Or as the 
event в пові Jon Dovey put it, “to identify 


Г. 


an ideology for computer gaming." 


Beginning with an attempt to identity the 


ise of the word 'pleasure in contemoorar 

media, сесате soon opened up to explore 

pay the diegetic effect of 

mmersion, and why on earth playing 
imputer games is such fun. Things moved 

towards measuring the effect of so-called 

1 


realis in gaming, specifically targeting 
Е = - 





geo-politics and the ideoloay of interaction 
with real-worid scenarios, and finished 
discussing the multitarious cultural impacts 
f the mediun 

Perhaps the highliaht of both days were 
the presentations on feminism in gaming 
the "female penetration" into the male 


iaminn coil итэ ore 
jomunated cullure, arx 


d 
i 

T 
li 
co 
e 


ENS ri E. leman ГЫЛ ہے‎ ее in Uum "Td 
wernt temale Lan eS ere iets N LH 


The opportunity to hear intelligent 
and researched opinion on this subject was 
a refreshing change from the media's usua 
discussion of the size of Lara Croft's chesi 

What emerged is that videogaming 
appears to have bumbied along for the past 
couple of decades without any sensible 
analysis of its unique ‘text’, and this has not 
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The Power Up symposium follows the success of the original Watershed academic event 
(shown above), and ranged across topics as varied as realism in gaming to Lara's breasts 





ICDC launches two-day development conference 


Liverpool's leading videogame department aims to encompass all aspects of the 
industry in the inaugural Games Production and Development Conference 











| ihe latest entry in what appears to be 
А. а rapidly growing market, the 


International Centre for Digital Content at 
Liverpool John Moores University will be 
unning а two-day academic videogame 


= m omm m m. m m, па m c Lira. of 
anference. The Garnes ЖИТ Ê 
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evetopmaent Gonterence (GPDC) wil take 
piace on October 8 and 9 at tha Crowna 
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ICDC's videogame conference aims to address a whole lot more than just academic 
interests, encompassing all aspects of videogame production and distribution 


Plaza hotel on Liv enrpoo 15 waterfront. 


Although the event is essentially being 
established by an academic organisation, it 


irther reacnincg, taking | 
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Speakers at the event include ex-Xbox 
biqwiq Seamus Blackley, Sony's Zeng 
Colaco, Jason Kingsley of Rebellion, Vincent 
Shearer from Osborn Clark, Joss Ellis trom 
Argonaut, Vodafone's Tim Harrison and 
TIGA's Fred Hasson. Over the course of the 
two days, everything from IP and branding 
to exploiting expertise from other industries 
will be considered, and the agenda includes 


Oevetopment semmars, lectures, and real 


il "ГЕ Po ean ODS 
And, although it's yet another new ent 
+ mrm c кыча, ГҮҮ andre ir ым атты 
D an already Crowded videogame 


calendar, events like the roundtable seminar 
uss whether the UK 
videogame industry will still exist in five years 


that aims to disc 


time suggest that it's probably going to be 
an invaluable addition 


F tha even Costs тис ОЕ for 


Registration f 


а two-day pass, or £195 for one day 


here's also an opportunity for companies tc 
exrmt at ine ey ent wn Wal ГИСАС 





Tha ICDG is a part of Liverpool John 
Moores University that's dedicated to digital 
games research, developmen and 
education. The units Masters course in 
Digital Games offers students insight into 
Games design theory and production 
mel mas as wel as speci alst skills in 3D 


Viodelling and animation. And, as reported 


in E122, graduates trom the course have 
— = M - zl rA 4 
3 na MET I J WOINM € E Y. fé ГЕ [IB 
oar e Ceveioners inclicinog Microsoft 
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Acclaim, Evolution, Bizarre Creations 
Eutechnyx and Warthog, among others 
Wesit AAA 90 Xdc. co.uk for 


more information. 
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Videogames ‘bad for you’ (again) 
Japanese government to launch ten year study to investigate 
claims that videogames are ruining children's mental health 





recent report by 'Famitsu' magazine 

has revealed that the Japanese 
govemment is to conduct a far reaching 
study into the long-term effects of playing 
videogames. The Japanese Ministry of 
Education, Culture, Sports, Science and 
Technology is to conduct the study, which 
wall take place over the next ten years, at а 
cost of tens of millions of dollars. The 
research will record the lifestyle patterns of 
one thousand children over ten years, 
including how much TV they watch and 
how many games they play, while their 
mental health and emotional personality 
wil be assessed via neural scans 
and questionnaires. 

The move comes as the videogame 
industry finds itself under pressure in Japan 
foliowing a recent neurological study that 
claims to show that videogames reduce 
brain-wave activity with negative 
consequences, At the end of last year, Akio 
Mor a professor of neurosurgery at the 
Nihon University’s College of Humanities 
and Sciences, published the results of his 
own study into the repercussions of playing 
videogames in a publication called 'Game- 
nou-no-kyofu' ("Terror of Game Brain’). 

Moris study took a group of 240 
volunteers aged between 6 10 29 and 


Recently Reviewed 
Edge brings you a rundown of last issue's review scores 








The Japanese government's willingness to investigate the long-term health effects of 
videogames is to be welcomed if it matches its good intentions with academic rigour 


examined them over the course of several 
months using eiectro-encephalography 
(EEG). The group was divided into three 
groups; Non-gamers, gamers who spent 
1-3 hours during 3-4 days gaming, and 
gamers who spent 2-7 hours a day 
playing videogames, The latter group 
displayed a lack of beta-wave activity 
more typical of dementia, including а 
decrease in prefrontal cortex activity, a 
region of the brain that is associated with 
emotion and creativity. 

Such findings don't actually contradict 


the conclusions reached by a recent study 


commissioned by the US Government's 


National Institute of Health, in spite of the 
fact that it was widely picked up by the 
mainstream press last month as evidence 
that videogames are good for you. That 
report concluded that playing videogames 
has a positive impact on gamers, 

arguing that “videogame playing enhances 
the capacity of visual attention and its 
spatial distribution". Although this is 
indeed a positive conclusion, it doesn't 
rule out the possibility of Professor Mori's 
conclusions, suggesting that further 
research в indeed needed into the 
psychological impact of 

Sustemed gaming. 
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www.3dlabs.com/openglz 





In the fast-moving world of computer graphics, the cross-platform OpenGL 
standard was falling behind the times. Now it seems a second coming is on the cards 





|. t might not seem like much, though development for any platform, while 


the news that 3Dlabs has released non-Windows platforms, such as Apple Measuring the contenders 


what it refers to as "a preliminary and Linux, now have a graphics AFI 
eben of the OpenGL [Application Programming Interface 
Shading Language" is big news for with the latest in shader 

the non-Windows part of the PC programm асна ý 

graphics comrnunity, The reason it's taken so long for 


OpenGL may be finally on the move with respect to its 
shading language, but that doesn't mean the competition 


is hanging around, waiting for it to catch up. Microsoft's 


version, the High Level Shading Language (HLSL), as used 


m DirectX, will be integrated into its new operating system, 
ror the past year, hardware OpenGL to support the new shader codenamed Longhorn, as a core component. This 
programmability, that is allowing technology demonstrates both the seems likely to further strengthen its position among 
developers to take complete control of weakness and the strength of the Windows developers. 

the huge processing power available graphics standard. Established Dy Meanwhile, nVidia's Cg programming language muddies 
via 3D cards, has been the hot industry Silicon Graphics as a general purpose the water in that it supports Windows, Mac OS and Linux 
buzzword. The rub is that it's only sas framework for use with development. Indeed, it has to compile down via elther 


M aes ү P RI rS —— te P Microsoft's Direct3 tc X) or Ope 
been available either via Microsoft's operating systems including IRIX (its Microsoft's Direct3D (part of DirectX) or OpenGL to be used 


DirectX EOE nterface or own workstation OS), Unix ar in any case. For this reason, some people in the industry 


= 


id 
“tig etary Cg gr Windows m | m think that Cg will transmute into а higher level tool, allowing 
nVidia's pro Co graphics Windows, its importance has been 

TES j shader programming standardisation to occur around 
programming language. overshadowed, in the games world at either HLSL or OpenGl 
3Dlabs' release of the frontend east, by the rise of Microsofts DirectX. 





OpenGL Shader Language compiler, One reason for this, is that [OpenGL 
together with that of supporting drivers s controlled by what's called the 

for its Wildcat VP graphics cards, is the Architecture Review Board, ог ARB the OpenGL ARB - the industry gets to 
start of the rollout of that same Consisting of various graphics try out SCAR new functionality 


functionality on an open-source basis companies, including some archrivals betore it gets baked into the core 


however. Next up will be the full release such as nVidia and ATI, and even at OpenGL specification," he explains. 
of the OpenGL 2.0 standard, expected one point Microsoft, the ААВ has never And this is what 3Dlabs means by 
within six months to a year. Deen able to advance OpenGL as fast а "preliminary imp intation." The 





"The OpenGL Shading Language as its proprietary rivals OpenGL Shading edie. is available 





brings state-of-the-art programmability But to supporters such as Trevett, lor developers to use and provide 


to any platform," enthuses Neil Trevett, this decision-making by committee is feedback on. This, in turn, will tnen be 


3Dlabs' senior vice president of market the great advantage of OpenGL. “This considered by the ARB, before the full 
development. "It makes OpenGL a is a good illustration of the careful and OpenGL 2.0 specification is drawn up 


strong contender for games considered standardisation process at This approach, and the technology 
Ш results, Nn some hign- sie 
community. Joke E has 
notably backed the emerging OpenGL 
2.0 technology in Doom il, "f anything, 
| have been somewhat remiss in not 
pushing the issues as hard as | could 
with all the vendors, Now really is the 
critical tima to start nailing things down. 
The decisions may stay with us for ten 
years," was his view on using the fi 
OpenGL 2.0 extensions last year, 
Support is bound to grow as ATI 
throws its weight behind the standard 
too. A long-time fan of OpenGL, the 
company, together with 3Dlabs, will be 
implementing the OpenGL Shadina 
Language in its Render Monkey 
development toolkit. А beta version 





should be available at the Siggraph 
graphics expo, while the long-term plan 
is ta dissipate the technology as widely 
as possible by releasing the 
RenderMonkey source code to 


hardware vendors. س‎ 





The release of the OpenGL Shading Language will enable non-Windows developers 
to gain full programmability over the latest graphics hardware for the first time. 

It should make it much easier to create in-game effects such as fractally-generated 
clouds, reflections, refractions and many other material surfaces 





015 





www. virtualtvoniine.com 
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Legba Studios' Virtual TV technology combines a film cameraman's 
interface with a high compression backend to open up a new gaming genre 
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This is what the interface of Dinosaur 
Movie Director looks likes, although it's 
obviously also combined with a wireframe 
view of the 3D environment 





E, ansidenng the obvious jealousy Using a firstperson perspective hardcore gamers," Mayer reckons 
many in the videogame industry budding Spielbergs get camera options Legba will also be making the 


seem to have for the lights, camera such as pan and zoom, as well as thè technology available to thirdparties 
à DW =j 


ig 
action gliz of the movie industry, it's ability to set up camera movement however. “We currently have a PC 


surprising that so few games have using pre-set positions and dollies engine [called Extreme] avallable and 
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cinematic as it gets. But perhaps this online,” explains Amy Mayer, one of the relaase of tools for the community to set 
5 about to change co-founders of the company behind ip and tweak their own environments 


Developed by veterans of the IT and Virtual TV. Legba Studios, as well as ‘We actively want to encourage the 


гар ustries. Virtual TV МТУ mod community and for that reason Currently only available as a PC engine, VTV should 
ее uhieh hane fimamal are plannina to release character and be released in the form of a plug-in for Critenon s 
zi T z zara z | акышы" eg cross-platform RenderWare engine as well 

хо games, literally. Simply put, it allow bject exporters," Mayer says, adding 

players to capture moving images and am really looking forward to the first 





sona within amy ЗО) rendered 


environment 50-200К. For better quality playback, a T-Rex while reeling off a chorus 


for example on РС, the УТУ files can of ‘Suspicious Minds’ ,” 
also be exported to the standard MPEG 
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format, where a typical 60-second VTV 
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gamers, rom girs to dads and even first УТУ game, Dinosaur Movie Director 
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Yes, Edge knows you ®* в But 
you'll regret it when you're down to ypur last heart 
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Neeklamy's domain. If there was any justice he'd 


be Santa Claus, and Miyamoto and Naka his elves 
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Genius in a bottle 


Th кета тй ы oo eo а] © аа Бар Бам 
UK: fhe Legend of геа grat 3hical evolution has been heavily 


dissected since he Wind Vyakers release, but there's one thing и 
the game that delighted Edge that Il hasn't seen mentioned 
anywhere before, Advances in processing power allow you to 


actually witness the discomfort on a fairy's face as Link stuffs her 


nto a jar for his own personal (abusa. It's a heartbreaking scene ir 
the game ~ easily enough to make you rely on granny's steroid 
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ocmr-high toy comes in a glass bottie, firmly sealed with a cork 
that gives tha frovwning sprte no chance of escape. Corbettis 
creations have featured in Qut There before — check out his 
amazing NIGHTS creation in E110 — but this is surely his most 
brilliant (and brilianthy cute) work yet. Place your orders at 
WW. .neeklany.com and be sure to stock up on them before you 


эъ Гарант тый dmm amar 
go and meet the boss 


US: Ah, students. "The You're In Control project," reads a 
Webpage devoted to the MIT development, “is an effort to 


enhance the act of urination using computational technology." 


А mai ن‎ € ur PEE atte menor Uli = 
"NTC ваг, in aymans terms, that you aet to play Waca 
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паіэсгееп monitor at head height, and а grid of реговіесіпс 
ceramic buzzers mounted to a flexible Mylar membrane at the 
bottom of a unnai During the garne the player attempts to turr 
jumping hamsters yellow with their golden shower, which reminds 
Edge of some of the seedier Hamtaro fansites across the Internet. 
Each soaked rodent cams ten points, although Edge isn't quite 


Su vants to know how you put your name into the hign score 
такие. > па рос ma videogames really are гиси your Wie 
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vard to returning as James Bond 
g or Nothing. Playing the role in 
active realm lets me bring my 
interpretation of the character to a new 
generation of Bond fans." 


orca Brosnan. on reonsing nie ole for Electron: Arts 


так] Visit To the Bond monent 


"The ideals of an organisation can't change 
just because one person quits. The goals 
Team Ninja are striving for have not changed 
with this... people come together, fall away, 
and change over time, but they all look up to 
the same cy shed of ideals. y 
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“The most talked-about game of the year 
took a major step towards retail avai lability 
as Agetec Inc today announced that/ 

Pengel: The Quest for Color 
PlayStation2 computer ente 
system has gone gold. а 
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cama Shock horror 


US: It takes a very special kind of person to regard the Xbox 
controller as “not painful enough,” but the world has one in Kevin 
Rosae, associate producer at Tech TV and evidently something of 
а sado-masochist. See, not content with ngging up his own pad 
to send 20,000-vott pulses arcing through nis left hand every time 


ia ғ А з‏ = په 
te Р Р ~~. Ls Fd s Pani di — леше‏ = 
Е 1 1H Tcu] | FTO A p £7 = aT‏ 


o Ru КОГО РАСИТЕ, ПЕ Encounma Byenryone aoe 
-— . в Bos b Ex Led = ЕЕ "fans, m = mi ie * gm 
ID 0 ILE “н. nes ri | | каг | YOU j = Va Wa И Ц) EX M ne 
Carus pr; ص اس بال‎ im س‎ -+ Cun eoa n are T = = Lis == É ug ==, 
youngdvotape between two hands," explains Hose vou do 


the voltage runs through your heart, which is bad. As in really, 
really Dad. It сома stop your neart. Vvnich is presumabiy the sort 
of thing Midway would love to use in its next ASA-baiting 
Campaign, so let's not give it a chance, eh kids? Get more 
information at www.techtv.com, although Edge favours the 
cheaper (and safer) method of gluing drawing pins to the 


ападае sticks 


m~ A room with a pew 

Japan: You've just returned from Akihabara with a new game 

YOu can t wait to load it up and be immersed in its 5.1 channels of 
intense, explosive aural ability. Except you can't. Your apartment is 
Small, your walls are paper Thin, your сасу 5 sleeping in the next 
room апа even if it weren't, your grandparents would object to the 
din anyway. Life in Tokyo can be cruel. Well, now thanks to 


own room. The MYR15 costs 
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: Tecmo creates new moral panic 


Japan: Headers offended by the cover of Edge giri issue (E121) 
mignt want to оок away now. Not content with Inflicting acres of 
naked digital female flesh on gamers, Тесто has gone even 
further down the path of depravity by attempting to inflict actual 
female fesh on real-life beachgoers. At just $150 (£92), you too 
wil be able to own a Dead or Alive Xtreme Beach Volleyball bikin 


designed by Team Ninja and available in three different sizes 
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Year of Farnicorns rolease: 1983 
Processor speed: 1,79MHz 
Display: 256 x 240 
Onscrean colours: 16 (from a possible 52) 
RAM: 2Kb 
Fret game: Donkey Kong 
Year of Famicom Dsk Systems release: 1985 
Capacity of FDS: 128k 
"rst FOS game: Legend of Zelda 

5 nestyied re-release: 1993 
Number of games manufactured for Famicom: around 1,200 
Lest new game manulactured in: 1994 
ast Famicom manufactured: 2003 
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iorror’, if you find your thrills on 
ple, you mig nt t 
The PM 300 Sound Sytem. So-called because Tony Looks comfy, doesn't it? Of course, strap someone miortable piece of furniture 


Blair's a fan. Edge lies. It's PM Dawn. No, not really down, put Muse on, and it turns into a torture device which encourages the player to lie back and relax. Napping 
though, is out of the question, because the РМ 300 contains 


Vs nus pA, | & ‚ So =" ey ae a j 
three speakers (inclucing a “Tourinch woofer’, apparently), 
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The Pyramat PM 300 is $149 (CBS) from www.jboyco.cor 


“> Those crazy Japanese!!! 


Japan: 15 been a question long on the team's hive mind. Ir Edge 
had iust under 3,000 Famicom carts, what on Earth would it do 


with them' mare likely given the wealth of opportunity such а 


е 8 
situation would present, what couldn't it do with them? Well, now 
Edges = | heads wonde г, thanks tc juidance of 
Mr Frex apanese ma sxplicably armas 
2,967 of Jalen foero!! Pro Baseball. Alona the way to this 


fabulous collection he's taken photos illustrating what marvels the 
prospective cart hoarder can construct = The Fuji! The Ball Park! 


The Treasure island! = thus providing the Internet with а fantastic 
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Not so here. Designed by racing drivers, the 


(Gamenacer offers the perfect driving position, is utterly stable 


foldable and fully adiustable, accornrmodating all shapes and 
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Dr Wario 

Like Puyo Puyo en pilis. Literally!!! 

Viewttul Joe Jananese TV commercials 
Snapshots of a supernem. View-ti-f xil 


Lalas comeback on GBA 





The unit accommodates any wheel. Note the genuine 
Tillet racing kart seat (seen here in ‘deluxe’ version) 
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Publisher: MIT 
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Author: Andrew Huang 
Publisher: Xenatera Press 
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Site: Dextrose 
WAL: www.dextrose.com 


They said it'd never happen, that the GamneCube's 
propnetary dic formal vould make ай hackers. efforts 
redunciant. Of course, they said that about the 
Dreamcast, too — and sure enough, thanks toa smart 
hack using PSO and a broadband adapter, coders 
ладу Nave unofficai code running on Netencdos tm 
toybox. The first game released, fittingly, was Pong. bu 
Edge i5 sure More ага оп the way, and Dextrose has 
carried news on these Gevelooments right from the 
beginning. И also nes a srmal-but-perfecthy- formed 
forum Community, eager t0-out-do each other with 
nuggets of system information. Edges lavoura fact 
far, hat (ге header on the Блоге disc contains the 
; MIHI à 


L Hz, effectively 
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stopping Nintendo from blocking the disc in future 
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Japan: Released in 1978, Space invades coleoratas its 
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eon aw Багу IE VERT Tto ПЕ begun MFT an ad 
in preparabon foe the oelebrabons. Throughout the avari 
the garne's all-too farmiar soundtrack can be heard. Bul 

|S not the easiest advertainment to translate adequately, 


Voiceover, “Question: In Space Invaders there was a 


difference in the scrolling speed of the invaders... \ 





... Which was faster left to right, or right to left?" | 


"The answer is the right side — people are used to 
reading from left to right.” 





"What about playing smarthy?" 





(Message: "Brothers... let's play videogames.") 
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pupils beneath the heavy eyelids skip a 

glance to the blinking liquid crystal display, 
and there is a beat of horror. Five seconds later the 
stereo ls up full blast, and RedEye is tearing 
around the house trying to get ready. "If man is 
five," sings Frank Black, and a panicked RedEye 
murmurs along, humedly pulling a t-shirt over his 
head — man is five, man is five — "Then the devi is 
six." Trousers. Where are RedEye's trousers? "And 
if the devil is six,” RedEye's singing louder now, 
devil is six, devil is six = trousers, there they are, 
“Then God is seven,” Shouting! Then God is 
seven! Then God is seven! And that, thinks 
RedEye in a distracted moment as both his legs 
go through the same trouser leg and he falls flat 
on his face, explains Vario Ware's mark in Edge. 

"Duch," says RedEye. face down in the most 

undignified pose he's been in since that visit to the 


J he alarm goes off one hour too late, the lazy 


vou could move from left to nght. Other cars 
would appear in the middie distance, then jerk 
step by step towards you. You had to get out of 
their way. "Bip," said the machine as everything 
incremented one step up the unending highway. 
"Bip, bip, bip." And then right at tne peak, proper 
zone gaming, thrilling to the mythm of the 
bipibipbipbipbipbipbip. But why can he hear that 
now’? Shit, shit, SHIT, that's RedEye's phone alarm 
and that means he's got two minutes to be at the 
bus stop which is 210 seconds from where he is 
now, running with his coat and bag trailing behind. 
Quick game. Exit the building! RedEye jumps 
down the last eight stairs without banging his 
head on the ceiling, then maintains that 
momentum, twisting the door open and spinning 
onto the street. Done. Quick game. Avoid the 
people on the street! HedEye tears down the 
road, ducks left. Left, right, left, drop the shoulder 


REDEYE 


hospital after the mix-up with the Rez vibrator 
pack. But one swift movement sees him roll onto 
his back, hitch up his pants, and head off to the 
bathroom. The tooth-brushing minigame is 
instantly recognisable. Brush! Seven seconds of 
left-right-left-right-left-right. The Dentist wouldn't 
be happy, of course, but she's not here, more's 
the pity. Shave! Avoid lacerating face! Failed! One 
life gone, three left. Next task! 

Waro Ware's emergence into gaming's harsh 
mid-morning light is as unexpected as that late 
alarm call, but it couldn't have happened at a 
more apposite time. And, just like RedEye's alarm 
— which calls him to an interview that will pay for 
this month's adventures — it has come in the nick 
of time, but may end in glorious failure. 

History lesson. Handheld gaming began with 
the Games Watch, They were simple things, 
offering binary shadows for the player to dance in. 
№ you titted the screen to the light, you could see 
those patterns, grey shapes ready to be blacked 
in by the clockwork CPU. If you pressed your 
thumb on the screen, tne liquid crystal would 
kaleidoscope and dance. It invited you to press 
harder, Press too hard, and it wauld crack. 

Of course, RedEye never did, because he was 
in love with his ~ some rip-off of Pole Position 
imported from the far east. He still has it, 
somewhere. You had three lanes to move in, and 


A sideways look at the videogame industry 


and done! Quick game. Make it to tha bus before 
foor just by the driver and the bus accelerates, off 
and away and you re left there standing. RedEye 
hammers his intemal А and B buttons like Track 
'' Fields back in vogue. He makes it. Done, 


device was such an obvious evolutionary leap over 
the fixed thrills on the single shot Game&Watch.t 
(3ames were no longer limited to a set pattern of 
hand-drawn characters, but joined the consoles in 
the age of the pixel. And that let developers 
produce a different sort of game on the system, а 
game more like those that people played at home. 
А new form of mobile entertainment, to sit 
alongside the simple single-screen thrills of old, 
What could be better than diversity? 

Except it wasn't diversity, it was genocide. As 
developers felt out the capabilities of the Game 
Boy, so the games increased in scale and scope. 
Bigger and bigger carts facilitated still larger 
adventures, and then upscale hardware 
modifications brought the games closer to their 
console counterparts. The sort of simple, repetitive 
games that had birthed the handheld industry 
were limited to shoddy retro collections, marketed 





at rip-off prices and selling in handfuls. And hey, 
said the magazines, nahtly so. They called them 
throwaway, and readers stopped buying them. 
But the magazines were wrong. The type of 
game favoured by the manufacturers of LCD 
games might have been created out of hardware 


“Wano Ware isn't just a tribute; it's also a commentary, 
a distillation of the past, present and future of videogame mechanics" 


Ала, as he flashes his travelcard and staggers 
up the aisle to collapse on a seat at the back, his 
slightiy-more-together brain considers that Wario 
vvare isn't just a tribute: it's also a commentary, а 
distillation of the past, present and future of 
videogame mechanics. In the Vano are version 
of F-Zero you steer left and right and avoid things, 
bip, bip; in the full version of F-Zero you steer left 
and right and avoid. And it doesn't matter how 
much Nagoshi-san adds to F-Zero X, that's what 
the game will atways be. More inertia, more 
powerups, more dizzying bends and fancy 
flashes, but always left, nght and avoid the 
oncoming traffic. Its kind of depressing if you think 
about it, so RedEye doesn't, too hard at least. 

Instead, he leans back, pulls his SP out of his 
front pocket, and thinks about handheld evolution. 
The pocket LCD market was killed when the 
Game Boy arrived, because the cartridge based- 


limitations, but it was a valid, unsophisticated form 
of entertainment which still has a place today. 
Vario Ware is its born-again champion: RedEye 
starts a game of Paper Plane, and wham, it's over 
ina couple of minutes. Time for another, pernaps 
Pyoro, and again, two minutes and RedEye's 
done, So's the bus joumey, and RedEye hops off 
and runs for his train, ticking the screen of his 
GBA closed and stuffing it back into his jeans. 
Bite-sized gaming far those who don't 
have time for а full meal, RedEye declares 
Игало Ware as the most important game of the 
year so far, and, as he tears towards the train that 
won't leave until just after hes hopped on board, 
he hopes that it's as successful as the wake-up 
call that began this story. 





RedEye is a veteran videogame journalist. His 
views do not necessarily coincide with Edges 
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ews just in: Chess 2, the sequel to the 
|^ popular turn-based strategy boardgame, 
| | nas been released across all formats. To 
introduced a new piece, the Spin Doctor, which 
can change its move at every turn. The queen's 
bishop of both sides has finally come out as a gay 
bishop, introducing a graceful arc to the previously 
straight diagonals on which it operated, Extending 
the field of battle beyond the simplistic B x B grid of 
the original, Chess 2 now comes with 50 new 
built-in maps with terrain features and weather. 
And that most humble of piaces, the pawn, is now 
equipped with a laser cannon. Says the developer, 
"Popular as il was, Chess needed to be updated 
for a contemporary, hardcore audience." 

Such would run one kind of satirical 





we know it today is already in fact a Kind of 
multiple sequel. Before most aspects of the 
moder game solidified in 1475, the queen was 
ona of the weakest pieces, and she herself had 
been a replacement for the fers, a minor medieval 
firzan, The rule changes of 1475 had a 

We are already, in effect, playing Chess 2.0, a 
new versions of chess have since been proposed 
— from 3D chess as seen on the bridge of the 
Starship Enterprise, to ‘Fischerrandom Chess’, a 
variant invented by ex-world champion and 
latterday paranoid anti-Semite Bobby Fischer, in 
which the starting positions of the pieces are 
shuffled randomly, so as to negate the effect of 

This bnef history of chess's evolution, then, 
poses the pertinent question to our pastime of 
electronic entertainment: when is a sequel a true 
improvement of its predecessor, as with the new 
chess of 1475, and when does it, contrarily, betray 
the balance and beauty of the original, as in my 
facetious chess sequel? | have been thinking 
about this problem while playing two very different 


Lara Croft Tomb Raider: The Angel of Darkness. 
Core Design, it must be noted, has no lack of 
experience in making sequels. There was a certain 
logic to each PlayStation iteration of the Tomb 
Raider franchise, as Lara acquired new abilities to 
other hand, there was a clear law of diminishing 
returns in operation, as levels became too 
sprawling and unforgiving, and increasingly riddled 
with incoherencies, to keep the attention of all but 
the most hardened ponytail fetishists. | still 
the virtues of the original while expanding the 
environmental and dynamic palette considerably. 
Tomb Raider sequel at least knew at heart what 


TRIGGER HAPPY 


the core virtues of the game were: environmental 
first thing you notice, then, about Angel of 
Darkness is that the broken control system — the 
most unresponsive and woolly in recent memory — 


called, with beautiful understatement, a Medium 
Tank. In Advance Wars 2, however, we have the 
Neotank, which outguns its predecessor, and so 
the Medium Tank is now just- well, medium. 
Moreover, the Neotank could obviously not be 
made too powerful, or the balance between units 
would have been ruined, and so it is not as scary 
or impressive an addition to the arsenal as it might 
have been. The same is true of the Missile Silos, 
which are fun ta use but seem to have bean made 
artificially puny — taking only three hitpoints fram 
affected units — in order not to wreck the context. 
And finally, it is а mystery of gameworld logic 
why aircraft cannot fly over pipes. It's true that ail 
you really need to know is that pipes function 
symbolically to subdivide the map (Advance Wars 
is at base a brilliant example of satisfyingly rich 
symbolic interaction, much like chess itself), yet it 
must be accounted a slight biot on the sequel's 





structure that does not have a recognisable 
realworld analogue. (Surely we are not really meant 
to envisage pipes that are 30,000 feet tall.) In sum, 
though | am blissfully hooked on Advance Wars 2, 
| must conclude that it is not quite as beautifully 
pure à success as its predecessor. 


“You can see the problem for developers. It is an irresistible proposition to 
try to profit from the success of one game by making an ‘improved’ version" 


Add to this insult the incompetent voice-acting, а 
upgrade” system (а perfect example of level design 
you have a sequel that, despite flashes of 
score, is inferior to every other game in the series. 
Advance Wars 2, thankfully, poses subtler 
problems. and yet it may still be wondered 
whether it is in fact a coherent step forward from 
a sequel, being the sixth in a series stretching 
back to 19883 Famicom Wars, but for most of its 
One of the touches of deadpan comedy | loved 
about AW was the moment where you met a huge 
new type of tank that could more or less obliterate 
anything in its path — only to learn that it was 


EDGE !177 


chess was not a commercial product but a gift to 
humanity, there was no money to be made from 
‘upgrading’ it. But it is an irresistible proposition to 
try to profit from the success of one game by 
making an ‘improved’ version, Advance Wars 2 is 
an outstanding product compared to the mass of 
videogame sequels that are bug-fixes, resolution 
enhancements or mission packs; but the problem 
for Intelligent Systems was that in the first Advance 
equivalent of the 1475 version of chess: a decisive 
refinement of its predecessors that resulted in a 


Steven Poole is the author of Trigger Happy: 
The Inner Life of Videogames’ (Fourth Estate). 
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few days ago, | went to an arcade. | 
/ \ haven't done that for a while. There are 

many of these across Tokyo, but this 
one was in Shinjuku. What were my first 
impressions? Well, immediately: Namco's 
Taiko No Tatsujin is really, really popular. 
Couples seemed to be anjoying themseives 
playing that. As well as that, there are still lots 
of those popular Purikura — Print Club, if you 
prefer - machines, where you can take your 
picture and print it out. There were high school 
giis having a lot of fun, taking tons of pictures 
of themselves and ther friends. Mmm... | can 
recommend these kinds of attractions to 
everybody, particularly female users, but they 
don't really appeal to me. | looked around for 
something else, and saw dozens of Virtua 
Striker cabinets lined up. Not just the newest 
version, eher, but old versions too. Now, like | 


said before, | don't go to the arcade much 
anymore but when | ses my games | always 
have the desire to play them. "Mmm," | 
thought, "let's have a little fur,” 

| strolled up to a machina, and pressed the 
twoplayer button. In Japan. twoplayer 
machines are 'versus' cabinets, two machines 
back to back, so you cannot see who you re 
playing. But before | sat down, | stole a quick 
giance around the side of the machine at my 
adversary's face. He looked like a Kid. And... 
damn! He was also looking al me. Our eyes 
mat. Stuck for anything eise to do, we both 
smiled. The smiles said the same thing: 
"There's no way I'll lose this бате." But | was 
sure | wouldn't. | mean, | made this game after 
all, And anyway, l'm a game producer. My 
pride was at stake here, and there was no 
mora lime to be wormed, because the match 
was about to begin. 

The game started. Everything was going 
too fast. After, oh, no more than ten seconds, 
he got the first goal. And then he got another. 
And another. And so on, until | found myself 
thinking, “I'm in serious trouble." And then, 
“Argh, l'm in a total mess!" At six-nil down, an 
observer could draw no other conclusion than 
that my efforts were a total disaster. Still, | 


wasn't done yet, and we were about to start 


what | had decided would be a new beginning. 


The revenge match. 

Well, you can probably guess what 
happened next. Again, | was defeated, | don't 
have the words to describe how | felt. We 
played again — we played three more times, in 
fact — and each time | lost by more than five 
goals. At this point, | decided to take a little 
rest. | stood up and, as | left the machine seat, 
| took another look at my opponent on the 
machine with its back to mine. He was smiling 
at me, and | feit completely helpless. What 
could | do? And then, in my greatest moment 
of despair, | had an idea. 

| made a teiephone call. To whom" | called 
a programmer, who was at the same time 
supervising an F-Zero AX location test in 
Shiniuku. He was one of the development 
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Toshihiro Nagoshi, president, Amuse 


team members of Virtua Sinker. | explained to 
him the way | lost all my games and told him 
how my opponent was moving onscreen, He 
listened patiently, then gave me some pieces 
of advice to counter the player's behaviour. 


"Wow, is that for real? He is one hell of player! 
Okay, then let's have a different approach to ' 
the problem," Не gave те new tactics, moves 
and techniques. | have to say, | was not 
particularly eager to go back to the cabinet 
this time, but | felt it was my duty. Surprise: 
again. it ended in failure. | didn't call my friend 
back. Unfortunately, he called me. *Hey, how's 
It going?" he asked. "Did you win?" 

"No," | replied, "And I'm fed up with this 
game so I'm giving up. It's hopeless.” 

This person replied, with some surprise. 
"What? What are you doing? Where are you? 
Shinjuku, right? I'm coming in few minutes." 
Although | wasn't in the best mood by this 
time, | decided to wait. He arrived, pumped 
up, and noticing my expression, he said 
"Come on, it is not yet time to give up. Where 
is the тап? At this cabinet? Okay, | see him 


ment Vision 





Let's go there, together." Within a few 
seconds, a new series of matches started. 

| was at the control deck, but this time | had 
the programmer behind me, directing my play 
and telling me how to react. "Jesus, I'm so 


"| don't go to the arcade much anymore but when | see my games | 
always want to play them. ‘Mmm,’ I thought, ‘let's have а little fun...” 


"Of course! Why didn't | think of that?" | 
replied. "Okay, I'm going to go and try that 
ight now." Off | went, back to the same seal 
as before, to the same opponent, and 
confidently started a versus game. | suffered а 
succession of terrible defeats, 

So, once more, | called my programmer 
friend over at the location test. He gave me 
even more detailed advice, explained 
advanced tactics and expert techniques. 
Tnen, closing the conversation, he gave me a 
rallying speech. He told me to hold my head 
up high, to carry on, to believe in myself as if | 
was about to go to war. So | did. And... again, 
| was unable to defeat my nemesis, with no 
more success than | had nght at the very start. 

Again, yes, again, | called the friend who'd 
triec to inspire me moments before. He said, 


ashamed,” | thought, But he had come all this 
way to help me, so | couldn't really tell him to 
go away. 

Anyway, back to the big match. | did 
exactly what my ‘coach’ was telling me to do 
and then, wonder of wonders... | won. | mean 
| actually defeated the player, the guy who'd 
made my aftemoon so depressing. After that, 
| won again, this time with а gap of three 
goals. My coach was as delighted as me. | 
stood up and, of course, took one final look at 

ny adversary. He'd changed from the child to 
a 30-year-old salaryman. "Oops," | thought. 
But | decided not to mention the minor detail 
to my coach. Why spoil tha moment? 








Toshihiro Nagoshi is president of Amusement 
Vision, formerly Sega subsidiary Soft R&D #4 
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“Online games are threatening my very reason for playing games in the firs 
place. | like playing games by myself, and | don’t want to share my hobby” 
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And, unless something dreadful is occurring, not 

everyone has a 14-year-old boy inside them, 
Here's an idea, though; the reality is that humans 

are dirty, and the video industry and ihe internat ony 
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Мг Bifo is a semi-retired videogame journalist. 
His views do not necessarily coincide with Edge s 
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The return of the богу issue of money for old горе OutRun? (arcade) 
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Remember walking into an arcade in 1986 and being dazed by OutRun's 
bi-linear parallax scrolling? Edge has been waiting for the sequel ever since 
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Expect Ferrari's main cabriolet models (328GTS, F40, 360 Spider, etc) to be included. А new six-speed | 


gearbox has been fitted along with a variety of view options in keeping with other Sega arcade racing titles 


eventeen years. That's how lona it's 


—_— 
1w 
IT i 


ms taken Sega- -AM?2 to unveil the 


follow-up to one of the greatest 
racing games of all time. (lanore Turbo E wie 
QutRun and OutRunners (and don't even et VH ge Pall uiae RAD ДЇЇ, 
mentioned Battie OutRHun or OutRun Europa) d | 

- they're bran id extensions, not genuine Et 


follow-ups.) 4 


Passi | This is not nostalgia. OutHur remains one 1. 9 8, rug 
г assione rossa of the most ре, and consistently ттт ë 


According to Japanese gaming folklore, 
Sega released the original OutRun 


элй 


rewarding racers around, True, there are faster 
and Л superior games yet, other than 
Burnout 2, no racing title has managed to 
come anywhere near to capturing the 
essence of the original OutRun. It's something 
that extends far beyond the game's rustic 
(though arguably undated) graphics, the 
brainless comportment of the traffic, or the 
shockingly simplistic handling dynamic. 

And it's the very thing Edge is hoping has 


without obtaining the Ferrari licence for 
the game's main protagonist- the 1984 
Ferrari Testarossa. (This explains the 


Naturally, there are additions. Time 
Attack mode attempts to furnish players 
with a password to input online as part of a 
nationwide ranking competition while a 
Versus option allows four individuals to 
гасе each other to one of the game's five 
endings. Other players’ cars appear in 

ghost form on your screen and only the 
leader gets to decide the route, which could 
prove to be an interesting supplementary 
tactical element. 


hideous makeover the car suffered in the 
Shenmue ll version of the game.) 

This time Sega-AM? has the 
official licence and a number of the 
scuderia's road models are included. 


The actual total isn't currently known but 
they'll all be cabriolet versions which 
narrows it down a little. Among others, 
spotted in these shots are a Dino 
246GTS, an F50 and, yes, a Testarossa 


been carried across to OutRun2. So far things 
look encouraging. The QutRun mode offers 
the same progressive 15-stage structure of 
the original game, complete with the encd-of- 
stage road fork and relentless time limit 
restrictions. The handling is again her mood. Drive in accordance to your lady's 
uncomplicated, with drifts now induced by expectations (je fast and without crashing) 
straightfonward on-off-on throttle application. and a heart gauge fills up. Depending on its 
Essentially it's QOutHun with updated graphics. 





Particularly intriguing is the Quest mode. 
Here the focus Is your passenger, or rather, 


level the game's end sequences change. 
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That's more or less it in terms of currently 
available information. The game runs on the 


Chihiro arcade board, which has led to 
speculation (and in some cases, outright – 
hou misguided — assertion) that the game 
is coming to Xbox. A technically centric 

viewpoint would support this, of course, but 
Edge is wearing its commercial hat today am 
so a PS2 version seems assured. 

What is certain is that nothing is certain. 

If EA still holds the console rights to Ferrari 
road cars then that would complicate 
matters - Edge sources suggest that 
Sega-AM2 currently has no plans to convert 
the title itself, and would consider outsourcing 
this to a thirdparty. 


The wait, tharefore, continues. 
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Format: Amade 
Publis sher Sega 
Developer : Ѕеда-АМ2 
Origin: Japan 
Release: Winter 


Ferrari 
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m What about the music? Expect remixed versions of the original tracks, not 
| в | unlike the arranged versions found on the OutRun soundtrack CD. Not that 
Edge has the disc and drives to work listening to 'Splash Wave' or anything 
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А time will come when humans live as gypsies, without cars, cities, stats 
or icons. Zed Two puts the finishing touches to its turn-based rebellion 
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The story follows Low as he leads a rebellion |] | f 
against the comical but omnipotent aliens who have ШШШ 


reduced humanity to a terrified nomadic existence 
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amihlarity breeds, all too often, not 
= contempt but blindness. Players 


eae aee tha uere im 
schooled over the years in the 


Level playing field 


peculantes of the RPG and turn-based 
Although the basic pattem of combat 


Ееее - pm Pac Tunes reum NS 
strategy genres have become oblmous ti 
remains constant throughout the game, di eR Jy 


Zed Two has taken every opportunity to their foibles. Zed Two has done its best to 
mix things up. Teams consist of up to imagine a wond without them 

The mythm of the game is familiar from its 
2D forebears. Each character in turn can 
move, attack and move again. Although each 
has a limited moverent range per tum, the 


numbers are as thoroughly hidden as they are 


live of the nine characters available, 

and the seasons change in familiar 
locations as the story progresses. Of the 
19 levels some are rescues, while others 
simply require you to survive. One 


set-piece requires one character to set throughout the game. Rather than counting 
explosives while the others hold off E € z 
down the number of steps, each player has 


attackers. With impeccable logic, the 
total freedom of movernent within the area 


lollowing level is a timed escape, as you 
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и move before attacking, however, the 
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"It's not a joyless test of twitchy skill, more. 
like getting to take a sip at a fruit machine in 
the middle of every go 
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smaller the range available to you after 


Time constraints have been abandoned 
accommodatina both chin-strokers and 
sprint-finishers 

The sick, ring-based menu (the garna's 


APG inspirations showing once again) brings 


up the options of shielding or healng after а 


E 
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move has been completed. Both come at a 
price = shielding drastically limits moverent 
on tha next turn, and healing leaves you 
desperately vulnerable to any attack 

Weapons are split into two categories, 
determined Dy their targeting mechanism, 
Line-of-sight weapons have a fat, wandering 
raticule. Pick your spot, and then fine-tune 
the arection and power of the shot Dy 
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stopping two Moving Marines. Balkstic shots 
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ru i Л Тата" Аг AA + * - s 
require a top-down view, with the equ 


valent 
ога sonar screen protected on top of the 
man. It's not a joyless test of twitchy skill, 
more like getting to take a sip at a fruit 


machine in the middle of every go. 





But beyond these two weapon types 
blossoms а whole range of possibilities. As 
weil as the expected mines and cluster 


bombs, some characters evolve powers 
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which radically alter playing patterns 
healing beam works just as well on enemies 
as team-mates, so Careful aiming is Crucial. 
Later in the game, it's possible to bounce 
shots off shielded team-mates, who deflect 
tham towards enemies out of sight of the firer. 
Indeed, the game's whole mechanic is 
centred on line of sight. The aliens have по 
foreknowledge of the location of your team of 
rebels, or even of their presence. Only on 
seeing you are they alerted to the threat 
you pose. However, they can then pass on 
this information to any other alens within 
their imes of signt, who in tum can do the 
same. This allows them to deploy chains 
of spotters to relay your position back to, 


say, a catapult hidden and protected 
behind a high wall 
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Which team members each allen knows the 
iocation of, and data transmitted between 
them shows up as a stream of bright dots. 
This allows idi. sneak team-mates 

round the с 


tacking force. or lure 


10 range or a NCGS 


Geformabie landscape plays its рай; since the 
huge craters opened up disrupt the alien's 
ras. The player, however, has the 
advantage of a free camera mode, allowing 
the map to be examined from every angle 
Zed Two has also invested thought into 
the difference in dynamic between single and 


nultiplayer games. The block interleaving ol 
(rere Tae payer 
balore tha Al does 


onsidered too monolithic for 


ine singiepiayer gama, Vv 
moves all his characters 


the same was с 


ive opponents. Instead, players move turm- 
ЖИА, upping the speed and changing tne 
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taste, Customisation options are provided 
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straightiorward to implement, concrete 


[onsale plans are vet to be made. However, 


PC players 
turn-about 
along with 


are able to take indulge in eleg 
email battles. 


al Ty 


commentary, is 


y attachment. The recipient runs the 
attachment, watches the destruction unfold 


and then returns the favour 
but functional. 

zad Two remains unable to announce 
a publisher at this stage. Pillage was 
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oncermed to stnp two of the more 


and апага game genre: of ther 
specialised IERS and traits. IE must се 
frustrating that by making a game which | 
accessible to all ~ including non-gamers 
(crucial for a really successtul party game) 

3n anc turn-based haters — it 
has sacrificed the easily DiIGeon-noied 
but limited market which many 


publishers seem to favour. 
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t: PS2, Xbox, GC, PC 
Publisher: ТВС 


Developer. Zod Two 
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Characterisation in Pillage is highly detailed. As Low, the game's hero, grows throughout his 
battles he inherits the same range of weaponry and abilities that his father exhibits at the outset 
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Glitch isn't always working solo. Some missions find you sweeping into town with a couple of compatriots. 


You have no direct control over them, but their presence produces a surprisingly strong sense of camaraderie 
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n with a clear 

with an army of robots 
де ot 
reserve can be abandoned. And as Giltch, the 
only decent robot left in Droid City, it's your 
т to destroy и ing you meet 

y efficient. Move 


conscience, put faced 


~ апа evil robots at that — any vest 


Controls are considerate 
with the left stick, look with the right, triggers 
on the shoulder buttons. Weapon select 
к reload 


buttons can be tapped lor a quic 


held to pause the action and cycle through 
the options. Elegant on the PS2 and Xbox 
pads, there is а risk of the scheme feeling а 
little less balanced on the GameCube. Glitch 
is billed as weighing half a ton, but he moves 
as gracefully as a gymnast. Fast and 
manoeuvrabie, he has iiie in common wat 
his lumbering Teide cousins 

Adaptable as a Dremel, his right arm 


akes weapon f and his left bolts on 
Sniper 
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auxiliary tools such as grenades or 


SCODGOS 
пме! guns stud hysterical enemies with tii Wy 


The scope shows which robots are open to 
possession. Stealth is key, as getting a clear 
shot in once you've been seen is tough 
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aruesome in organic enemies 
This component approach allows for an 
Menne wr or amwa mengs 


scope can be combined wrth any по 


меароп, allowing for precision rocketing 


оаа the night arm slingshot can be 
used with any left arm projectile, lending your 
EMP grenades greater distance and ac 
Its not a system inspired by austere 
concepts of balance. It's one desig 
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тор in the System never forgets its 
robot theme. On assuming tether-control of 


another bot, Glitch collapses into а jumble of 
inert parts, safe from enemy s топу ст 
attack, Once the 


pieces float thamnselves back ir 


connection is relinquished, 


Ио place like 


iii and пе fits his head back on with a 
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possessing another robot, из aites and 


weaknesses rernain as they were when it was 
your opponent — there are no convenient 


allowances made. Environments are sensible 
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Despite the impressive settings and the 
intensity of the tirefights, every aspect of the 
Game is анн tor laughs. Not, thankfully 
the self-conscious, scripted humour often 
found in games, hamstrung by subtitles 





and deflated by loading times. This is a 
natural comedy born out of the distin 
characters of tne robots and tne siapstick 
consequences of player actions. Bigger 


DDOL can De sated Gown to a раг ся 


qi 


negade egs. careenng uselessiy mto lamp 
posts. Commandeer a Clam enorcer, and 
watch with quilty glee as enemy fire shorts 
but its powertul limbs, converting him to а 


imbo-dancing scarecrow, 


E mme *loilÉE LI кош: — Format PS2, Xbox, GC 
Publisher. Vivendi Universal 

Developer Swingin' Ape Studios 

Origen: US 
Salease: Winter 
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It's а confident step. Controls, physic 
combat and camera all have to be siway Ir 
place before a gar 
Jp. But it's also a welcome step. If emergem 
gameplay is to become 
perplexing wont. then its im cle nantation 
needs to develop beyond randomly spawning 
enemies and competent squad Al. Levels that 
play through differently depending on how 


hard you're laughing present possibilities ripe 


The diversity in the animation and movement 
patterns of the robots isn't simply a device to add 
"uo character. Weapons and tactics must be adjusted 
tor further exploitation to suit as they wheel, charge and jump 
Fifty missions are promised, as well as 
a variety of multiplayer modes. If the leve 
pacing and puzzle designs are adaptable 
enougn 10 accommodate tne T exibility of 
the basic game mechanics, then Swingin’ 


Ape should have all the components in 





place Tor a robotic Gelignt, 
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Homeworld 2's brightly coloured backgrounds belie 
the game's space setting, and combat environments 
are further enlivened by debris clusters that 
eventually prove to be of crucial significance to the 
development of the game's epic narrative 


We are the mods (again) 
This isn't the first time а lame 
'Quadrophenia'-style pun has been used 
to introduce the fact that a developer has 
opted to support the homebrew 
community, and the chances are it won't 
be the last. But, like any self-respecting 
PC game developer these days, Relic will 
definitely be supporting mod groups by 
making Homeworld 2 tools available to 
download from www.homeworld2.com 

It even claims that the engine has 
been designed with mods in mind from 
the outset, offering significant support 


and high levels of customisation. 


he task of updating Homewond was 
always going to be a potentially 
— | tricky one. First there's the game's 
particularly fervent fanbase, for whom the 
highly successful formula employed in the 


original title is sacrosanct. And then there's the 


implement realtime strateay space combat in 
three dimensions quite as successfully as 
Homeward. Thus, developing a sequel was 
always goina to require a delicate balancina 
act to maintain both this intuitive 
implementation of space combat while 
keeping the fans happy. 

The most obvious feature of the sequel is, 
consequently, its similanty to the first 
instalment. Taking place айег the long journey 
to Нюага depicted in the original Homeworld, 


the sequel sees the Hiigarans, having rebuilt 


alien threat. Thus begins a game that’s once 


by ‘epic story-driven 


again characterised 
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Forrnal PE 
Publisher Sierra Entertainmen 
Developer: Relic Entertainme 


Origin: UE 


gameplay’ and sterling production values. 
Opening cut-scenes are as atmos 3Heric and 
engaging as those in Homeworlg, and 
although it doesn't feature any tracks from 
prog-rockers Yes, the soundtrack Is also 
involving and expressive. 

Abova all though, the basic formula 
remains unchanged; this is a highly polished 
RTS that makes full use of three dimensions, 
featuring sumptuous visuals, a well developed 
tech-tree proaression and a gently escalating 
test of tactical perspicacity. Yet in spite of the 
fundamentally familiar game mechanics, 
Homeworld 2 does manage to refine this 
formula — principally by offering a radically 
streamlined Interface 

Although the onginal control scheme 
has been included to keep that fervent 
fanbase nappy, the default system offers 
a more intuitive camera control, menu 
systems that don't obscure the action, and a 
number of interface refinements. As an 
example, in addition to grouping ships by 
hotkey or by type, it's also possible to 
organise units into Strike Groups, which 
increases the ease of synchronising the 
actions of different ship classes. 

Another difference is that the various fleets 
in the game are more differentiated from one 
another than in the original Homeworld – to 
meet one criticism of the original, which was 
that the unit selection of each of the game's 
opposing forces was too similar, This time 
around there are three NPC races, including 
the Vayor, which is playable in m 
modes, offering faster ships in larger fleets 


ultiplayer 


The Hilgaran fleet, on the other hand, is more 
multi-functional, though consequently 


slower and fewer In number. 





There hasn't been another ATS that has done 
justice to the grandiose sweep of space combat 
to quite the same extent as Homeworld, but the 
sequel manages to refine the interface of its 
predecessor, and offers greater tactical variation 
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too large for his bubble head. He gets ideas 
above his station, Then what happens’? He 
goes and creates EchoPlast, thats what, TITTLE AT 
EchoPlas! becomes sentient. Paavo goes 

nsane. The universe is about to tum in upon 


"hs wi 
ytured simile 
a L4 al 


Unless... Edge starts the game with little 
prior knowledge about Alter Echo. We sex 


* ВМИГ, ine hi УГО | o th ie PIECE. mes а ees he 
character: innocent, canng, Demused Dy 
surroundings. Pretty geneng than, except that 


his upper body belongs to Топ and his feet 


to Shaquille O'Nea 
To the aa The sword combat is stil 
Вар | Wwe three mam attacks сап Dx 
БЕ] together nilo combos, СОБ 


detection is a little off. The juggle command | Lin. ик to IEEE) 
is lame; it sends your opponent into the air, j ^ 
Him. dihi 





and briefly out of sight, so timing a second 
It's hard to fathom who this will appeal to. Its current 
gameplay mechanics are too bland for hardcore 


hit as the їое plummets to the ground i 


rubs ic b A TT „=ч ti nr mi r em 
tricky. It's just as well, then, that Nevin 


т à gamers while the visual style is too outlandish for a 
ecnoplasticity allows him to morph in massmarket fed mostly on quasi-photorealism 
D othar for a gun-suit and a steall! 
creature. In gun form Mewn is ponderous 


DUT tne extra пге-ромег can take ONT 
ugn enemies and smash through 
doorways. While in stealth mode, Nevin 
can jump over chasms Using node points 


smd certain bits of scenery and turn 


Tvisible for brief periods 
Experienoed gamers will already know 
DW TS Days out. Бас room | ie 
parucutar ene NW 






destroy the E 


chasm, climb to the switch on the roof, 
whatever. From the cany levels Edge has 
played it's all a little obvious, though there's 


stil hope that more complexity can be Built in 
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A trip through time 

One after-effect of EchoPlast's formation is 
that it grants Shapers the power to distort 
time. Pressing R3 triggers a clever minigame 
in which the player must move his counter 
from the centre of a grid to reach his symbolic 
enemies. However, each movement must be 
timed, rhythm action-style, increasing the 
difficulty and the fun. Perform well and your 
foes will be struck down before they know 
what's going through their tiny little minds. 


Nodes can be destroyed to open the way ahead or trigger special events. Once Nevin fully upgrades 
ever get too big forh nis DOOTS; his PolySuit he can transform into sword form, gun form or stealth form - each drains energy, however 
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Creating gaudy hotels, promoting cheesy magicians апа overseeing‏ 
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two-bit strip joints - it's all in a day's work for a casino empire builder‏ 
L a‏ 
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Ahh, Vegas, you've got to love it. Once you have 
established your first hotel and casino complex it's 


possible to expand along the strip. The ultimate goal 


is to become the most powerful mogul in the city, 


though fun can be had along the way entertaining the 


masses with your lion tamers and cabaret acts 
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И you want to run a crooked table just adjust the 'takes' in the house's favour, This will increase profits, but 
over time may cause punters to go elsewhere. Employing security guards should prevent any nasty scams 


Formar PC 

Publisher Empire Interactive 
Davyeloper: Deep Red Games 
Origin. UK 


ot that Edge is into gambling or 

anything, but the prospect of a 

tycoon title based around the heady 
worid of Las Vegas gaming was too moutn- 
watering to ignore. Unsurprisingly this 5 a 
rags-to-nches tale: you must develop a small 
lot on the Vegas strip and eventually сию a 
multi-million dollar garnbling empire. 
cd building styles 
already in the game (think Mayan temples and 
futuristic space stations) though a flexible 
editing suite allows creative users to replicate 


There are ten thàme 


the real-life monstrosities currently 
the Las Vegas strip. Indeed, part of the appeal 
in Vegas lays in generating the gaudiest set of 
themed buildings possible. Consistency of 
construction, it would seem, goes down well 
with the punters 

You : out with a limited budget so early 
management decisions ravolve 


in the crowds 


opulating 


start 
e around pulling 
with simple hotels and modest 
facies. Cleverly each of the individuals 
nisma the strip has diferent needs and 
wants. High rollers are looking for big money 
games, while families prefer restaurants and 
joy rides. Focusing on the kind of punter you 
want to entice into your lot 15 important; it's 
not a good idea to put a nipple pariour next to 
an Eivis-themed chapel, for instance. Even in 
Las Vegas, that would be tasteless. 

ася, fexible and 
dynamic = zooming around your playworld is 
effortless. Penetrate inside buildings and а 
new world of micro-management possibilities 


The camera is их 


open up. Although prefabricated casino floors 
can be selected, much of the challenge 
comes from designing layouts to maximise 
profits. Along with changing the ‘takes’ on the 
tables it's important to make sure the smells 
coming from lavatories and food areas do not 
put off r 
rollers tend to prefer sheltered areas away 
from the hustle and bustle 

Variety is also crucial and the ratio 
between roulette, craps, blackjack and slot 
machines must be finely balanced. Detail even 
extends to changing the kind of car 
in the lobby as the casino's grand prize. As a 
casino mogul it's also your duty to employ and 
pay staff. Thase range from cocktail 
waitresses to security guards and each have 
varied personal ratings and pay expectations. 

With subgoals that include staging your 
g match, Vegas: ^ 


tential gamblers. Furthermore, high 


Vaud Fen 
you nave 


own nign-protbe Donan аке 
it Big is looking like a very accomplished 
tycoon title. Whether the market can take any 


more of these management games is 
entirely another matter. 


mal PlayStation2 
Publisher: Spike 
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oncemed as an action-oriented foil to Tenchu's surveillance 






and stealth, samurai 2 sets out to strengthen the reputation of 
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The open nature of the first game's narrative is expanded by the en +- RIT ИНН 












L..— 4 ihe Vay or ine oamural Senes. “ 












НЫ ШШЕ в. i initial choice between three characters. You wander the streets of 
RB E . III Dejima, an artificial island built- by xenophobic Edo shoguns to house 
"od | foreigners and prevent the spread of their cultures and religion. Its а 
sening piit ch allows the inciusion of some ої the more incongruous 
characters familiar from the original. The people you meet and events 
you witness influence the path you take through the game, and | 


repeated play-throughs unvell more of the stany IT] 





However, being as your character is a swordsman, many of the 
events you trigger will be violent. The combat 
system nas been embellished, with more m. 


ч! 
| | 


emphasis on Blocks, sidesteps and counters 


METH | 
ШИИНИН 


There are three distinct characters available: the 
young samurai cuts a lonely figure, the 
aggressive fighter is armed with twin katanas, 
and the veteran is a skilled swordmaster 


















Swordsmiths offer the possibility of improving 
or replacing your weapon, and ts likely the 
complex system of balanced upgrades will 
ре retained 

The first game's mix of action, authentic 
and narrative proved enormously successful 





= 


п Japan, where it sold 250. DOO copies at 


Dejima is home to some calculatingly cute 
children in need. Helping them may eam you 
cash, but risks the attentions of the local Yakuza eclipsing this success. 


launch. Samurai 2 has every chance of 


Format: Xbox 


X ра Y s Publisher: Microsoft Game Studios 
ud Ў М E г r XL" Ww S г “ : | 
= | | В — " | | | | - Developer: In-hewse (Tokyo) 

ИЕ p 
0n d dil х p бы a Е. “ы a al 5 1 AT l | Japan 
ыы Release: Q4 (Japan), ТВС (UK) 
Previously in E126 
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the partida: tastes sof the тте ada A lack of lox 
development support has made its joo harder, but recent 
announcements suggest a corner has been turned. 
марагагта s story is Inspired by both Japanese history and folklore 
Playing the part of a katana-wielding samurai you are charged with 
defeating enemies who pose a threat to the stability of the feudal state 
These enemies consist of boh renegade sarnurai and mythical beasts, 
most of whom seem to be of a scaly persuasion. 
[he emphasis is very much on н action. Combat is controlled by 
a single button, repeated tapping of which tniagers combos. It's a 
system which could run the пк of monotony, but rather forms the basis 
for an intriguing team-up. Details are sketchy, 
but the central character's abilities seem to be 
linked to his dragon sidekick, who battles with 
him, and who he may be able to ride. 
The game's designers include | | 
Magatama are curved stones ог jewels sacred to 
Shinto. Although it is not clear if this is what 


inspired the game's name, it seems likely in the 
context of the story's inspirations 





Hiroshi Kawai, who worked on Final Fantasy 
VII and IX, and although the setting is 
Japanese, the game's creator is said ta 

be aiming for a ‘pan-Asian’ tone, which it 





hopes will make the game as palatable to 


sumptuous environments are reminiscent of 
Onimusha 2's prerendered backdraps, but 
Magatama will be fully three-dimensional 


the west as Square's best-selling 


APG has proved. 
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ый Release: September 18 (Japan), ТВС (UK) 
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г | ere Edge forced to take a guess, it would hazard that the 
7 | name of the main character in this period shooter |5 almost 

























certainly Dinosaur Hunter. Set in Guiana in 1910, which must 





De a "rst Tor videogames, the story opens with the miraculous discovery 
that dinosaurs have survived for millions of years in the depths of t 
Amazonian junge 

Courtesy of a suitably shady multinational named Ark, the world's 
best hunters, of whom your character |5 one, are gathered to hunt 
and trap the animals. Armed with a rifle = no doubt called a Dinosaur 
Hifle — your job is to stalk the dinosaurs by following their footprints, 
calls and droppings. Once in your sights, you must carefully estimate 
the amount of tranquiliser needed to sedate tham. Overdo it, and 





your Score is heavily penalsed. 

A number of features make Dinosaur 
Hunting an appealing prospect. The delicate 
nature of the drug capture suggests a 
Pokémon-style juggle of judgement, and the 
mysterious nature of Ark opens up the 


The scale of the saurians is certainly impressive, 
but is likely to present control and combat 
difficulties. These will have to be met with speed 
and flexibility if the game is to avoid becoming 
reduced to just a series of boss encounters 


possibility of getting hold of futuristic 
weaponry. Although, whether that's futuristic 
from the perspective of 1910, or from a 
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Dinosaur hunters seem vulnerable to a laudable 


# ا # # = # 


guess — ior another couple of months range of occupational hazards: kickings, 


till it's released, anyway stranglings, stampings, bitings and tossings 


Format. GameCube 
| Publisher; Bandai 


E 
лота а ' Developer: Treasure 
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Origi Japan 


eus Release August B (Japan), ТВС (UK) 
Ban "dai cate ^ut t^ cover all T hacac with a drannn riding аге battli ле 
е Ма! STS UUL LU LUVCI dil ils Lidoco мини а Ulag ылыш, „агы al па, ппк-ир 
= = к= = |= P r^ | s = - = = | = = – ~ + а. Fajt T تر تدم‎ = grt 
compatibile, evolution based shooter inspired Dy the hit anime series 
' 1 # 


—] read from the technical limitations of the PSone, the Dragon 
= Dnve series has abandoned an RPG approach in favour of 
fully realised combat 
Only a minority of the stages require the kind of Star Fox-style 
-raiis shooting suggested by these screen shots. Others offer the 
chance to roam freely, discovering items and triggering battles and 
events. Tha boss mode would sound a tedious inevitability in the hands 
of anyone but Treasure; Edge hopes the developer's usual crazed 
exuberance isn't stifled by licence limitations, 

Dragon design is lavish and pene with each creature abia to 
evolve into three new states. Special attacks are replenished by the 

lected after each victory, and tactical variety is offered 

by tne shield system, which uses up this 
special attack power at а much Slower rate. 

The game has clearly been concerveg to 
take full advantage of its cross-media 
heritage. Booster cards can be unlocked with 
codes from the forthcoming Game Boy 
Advance title (a card-battie НРС) or from the 


& ] + 
nitide 


The lock-on targeting system and on-rails play 
indicates that any resemblance to Panzer 
Dragoon Orta is perhaps not purely cosmetic 









Website and magazines associated with the 


card game and 30 minutes ol animated 
footage в аво Included 

The urban environments are appealing, both for 
their exploratory potential in free roaming mode 
and for their tactical possibilities in battle 


A twoplayer battle mode simpty 
completes an already promising picture 
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Release: September 
Previously in E112 
sony is still not shouting about its online strategy, but Hardware looks 
t could shake gamers out of their apathy, at least in Europe 


like | 














LY | ==. kids the idea of taking charge of a tank and blowing away 
an assortment of enemy armoured vehicles is the stuff dreams 
are made of. And let's face it, that kind of power is alluring no 
matter how old you get. It's the kind of primal desire Sony is hoping to 
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іар into with Hardware 

But there's subtlety too: intimidating firepower is not the first thing 
you notice, it's the well-judged physics. Much more exaggerated than 
you'd expect (especially the jeep and buggy) the vehicles can be thrown 
around with joyous abandon. The environments, ranging from Inca 


ИИ, И " ma q УЧЫН temples to spaceship hangars at Area 51, have been designed with this 


in mind. With plenty of ramps, jumps and secret caverns to explore, the 
marriage between driving and shooting has been balanced perfectly. 


Edges experience on the beta trial has 
been favourable; everything works proficiently 
and it's clear that this has been honed for 
online play, rather than Just existing as a larne 
extra. The only question mark is whether it 
can remain interesting over long penods of 
time. As with most online console games the 
mission design is vary conservative. How 
many more King of the Hill, Capture the Flag 
and Deathmatch games can consumers 
lake, по matter how clever the 1 
vehicle physics? 





The levels provide generous numbers of pick-ups 
including rockets, energy beams and health. 
Raining down destruction from above is great fun 








More urban environments and fewer goats, promises SCi fo 
one of last year's most successful games. But Edge liked the c 
| he timing of SCi's Conflict: Desert Storm I! is hardly delicate, 

г + but then, how long must one walt before such things become 
. . .] palatable? Moral issues aside, Edge will ийде the game by 
its gameplay merits, and by that yardstick, things are looking promising. 

Those familiar with the original will remember two things: the sense 
of horror when an enemy armoured vehicle rumbled into sight (good) 
and the atrocious Al (bad). Developer Pivotal has taken on board 
criticisms form fans so as to significantly improve this sequel. In 
particular your squad can expect to encounter a greater range of enemy 
vehicles, including helicopter gunships, and detail extends to phosphor 
grenades that can set alight enemies (or even yourself, though a roll on 
the ground can put out the flames). 

Tracer fire is now colour coded (according 
to war convention) which makes the 
tremendous fire-fights less confusing, while 
the enemy Al is markedly better. Significantly, 
it's now possible to sneak up on enemies 
because each operates by cones of sight and 
hearing. Pivotal also boast that the game is 
more emergent - Edge noted that snipers 
can be taken out with well placed shots, or 
avoided merely by throwing smoke grenades 
to obscure their vision. It's a significant 
improvement on the original, then. 
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During the beta trial Edge's favourite vehicle was 
the buggy (left). It's the nippiest of the rides 
available and its weak cannon can soon be 
augmented with more powerful weapons 
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Format Xbox, PS2, GC 
Publisher: SC 

Developer: Pivotal Games 
Origin: МК 

Release: Q4 











Previously in Е125 
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Desert Storm ll employs a novel recovery system. 
This time you must get every member of the 
squad over the finish line, and to help you achieve 
this medipacks can resuscitate fallen colleagues. 
This engenders a greater sense of fraternity and 
deepens your strategical approach 





The Xbox (above) and GameCube versions of the 
game will support a fourplayer co-op mode. The 
PS2 version only supports a twoplayer equivalent 


Formal Xbox, PC 


[ ^ Ex | M! Р ublisher Iridon 
137 iar, Ji | ^. 

= | | re а | r ِ a) | Developer : In-house 

| L Al МЕ, | + Origin Sweden 


Halaasae TBC 


Previausly in E126 


Fast cars, train wrecks, bi-planes and balls of steel. Swedish developer, publisher 
and jack-of-all-trade 8 ШОП demonstrates that pinball belonged on Xbox all along 




























= | developers think big rather than small. Pure Pinbal's simple ШЧ 1 30. 000 
| focus could expand the stylistic range of the machine and ; 
therefore represents a welcome adaition to its portfolio. 

Setting the camera to follow the ball produces a swooping tour of 
the lavish tables. Rather than the tangle of detall apparent from the 
top-down view, from the ball's perspective the rails and layers 
tower above you, bumpers as big as football stadiums. It's a neat 
little Lilliputian switch that makes the tables physical and fascinating. 

It would be a useful addition to allow such close-up inspection ol 
the table before the game begins. As it stands on the preview 
code Edge has been sent, the first few rounds on each level pass as 
a blur, while you fiddle with camera angles 
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: | To E г — —1 aced with the technical potential of the Xbox, most 
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and gape at the complexity. Bonuses tnager 
k well-chosen sound effects, and a good run 
ars "m builds a cacophony of toots and revs and 


ҮТЕН 





К. NEY i pings. Controls feel a litte simplistic, however, Should one of the many era angles hide 
p TIME. N « particularly the tilt which is disappointingly the score display of the cabinet, the game 
j wm GENS ra 2» RES III or eMe CUM MEE automatically displays an info box in the 
r^ j i mechanical and unresponsive corner of tha screen 
$< PaO A PC version of the game received а | 
dic | limited release езпіег this year. If Indon can 


launch the Xbox version at a similarty 
modest price, the field should be clear 


Detailed options include the removal of the 
table's glass overlay, or of the the rather smart - 
but confusing reflections of the room it stands in for Pure Pinball. —— 


Format: PC 


| Publisher: Мемгах 


пе < Y Saga 2 Of | HyZ ДОП pue 


Release: Autumn 





Previously in E108 


Can innovation find breathing space among the jostling crowd of big 
licensed MMRPGs? Nevrax certainly hopes so. It has an epic tale to tell 


he scramble for the precious subscriber dollar is getting fierce. 
With the relentless march of EverQuest and the army of 
licensed MMRPG it has inspired, it's left to the likes of The 
Saga of Ryzom to truly liberate the genre. 

Possessing all the flair that befits its Paris locale, Ryzorn’s fantasy 
setting builds a lush manga-inspired environment with a thriving 
ecosystem that interacts with the communities of the world of Atys. | | pU W 
Players will forge their own destiny or work with guilds to further the E sane 4 à РН coe; ТГ > P 
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path of ther civilisation, with а mission structure that embraces the 
newbie whilst handing the experienced players the prospect of shaping 
both landscape and storyline. 

A full genetic character system allows players to retire heroes and 
play on with their own brethren, inheriting 
attributes and skills of their parent. À full suite 
at editing tools, meanwhile, will encourage the | m " 
develapment of guilds to construct their own | lii 
‘homeworld’ regions that can be Incorporated Hil ha И i 
as new areas in an ever-expanding world. | 

The sheer beauty of Hyzom will of course 
be the initial hook, and, if early expectations 
can be managed, the enthusiasm and vision 
of developers Nevrax will have the opportunity 
to go to work. Then the Saga should 
every chance to flourish. 


Mevrax plans to support the online game with a 
number of ambitious complementary services 
including the opportunity to carry out auctions 
and guild voting via your mobile phone 





AMT Guilds will be able to organise themselves and 
| ТШЩ Р үн” | pitch for 'contracts' that will see them fulfil vital 
t] sadi LEES ^B n roles in the development of their civilisation 
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Format: PlayStation? 
Publisher: Kosi 
Developer: In-house 





Although it's one of the great number of World 
War ll titles in development, Naval Ops 
distinguishes itself by its marine setting and 
strategic scope, and it's by an expert in the field 


Format Xbox, PS2 
- Publi sher Acclaim 
eloper: In-house (Acclaim Manchester 
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Format: Paz, xbox, GG 
Publisher Activision 
Developer: Neversoft Entertainment 
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me 


Progress from unknown local to pro-level skater; 
explore the nine levels on foot (or by car) for 
session spots; upload your face into the game; 
share skate parks online... It's promising stuff 


Format: PlayStationa 
Publisher Access Games 
Developer In-house 


nouncements and Updates... 
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Waoko no Marathonshrmvo! Hobin Hood: Defender of the Crow 


Format: PlayStation? гоггпа PC, PSz, Xbox 
Publisher: Taito Publisher; Capcom ١ 
Developer In-house Developer: Cinemaware 
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Capcom is publishing this update of the popular 
Cinemaware franchise, which apparently is set 
to offer sword fighting, archery, jousting, siege 
warfare and army battles. Interesting... 


Takahashi Naoko is a famous Japanese athlete, 
and this game, based on her exploits, sees 
would-be winners training a single athlete while 
fightina to maintain financial solvency 


TLoTR: War of the Rinc 3undam Meguriai Uchu 
Format: PC Format: PlayStation2 
Publisher Black Label Games Publisher Bandai 


Developer: Liquid Entertainment Developer: In-house 





Hot the realistic title implied by its association 
with ancient history; in fact you'll be able to raise 
the dead and "unleash the power of the 
elements" in order to vanquish your opponents 


This stealth ‘ет up effort from newcomer Access 
Games seeks to bland elements from 'Mission: 
Impossible’ and Meta! Gear Solid, and its hero 
benefits from an enormous variety of gadgets 


In an effort to make the frenetic open combat 
characteristic of previous Gundam games more 
manageable, Bandai is introducing an on-rails 
style system, zippily called the Route Tube 


Intriguingly, the latest title to utilise J.R.R. 
Tolkien's mythical universe is a realtime strategy 
title that offers the opportunity to play the side of 
the Fellowship or control the forces of darkness 
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пе of the mos! anticipated 

tiles ever, for any plattorm 

and no one even knows what 
it Is yet." Foaming praise on Internet 
tarums, faked screenshots, the 
creation of Websites dedicated to 
disseminating the rumours, The 
interest in Killzone has caught 
developer Guerrilla entirely by surprise 
After all, tis 15 not a seque! to the 
most cherished FPS ever made, it's 
new IP created Dy а modest Dutch 
Oeveloprmernt team 

Formerly known as Lost Boys - 

you may remember it developed Cal 
of the Dragonfly (see Canned Games 
E126) until publisher apathy saw the 
project shelved — Guerrilla was hoping 
to make a big impression with 


Killzone. But this? "There are pages 


de Ronde. “Our philosophy was tc 
make an FPS that was recognisable, 
ГАЙ nad inncvatve Wists. ANTONS 8 
the result of that." 
After seeing substantial parts ol 
me, and expenencing three 
playable levels, Edge can confirm that 
there's a very promising game to 
support the rumour- Aulzone 15 
beautifully detailed, the environments 
provide opportunities for warfare in 
ооп claustropnoDbic and open locales, 


Ihe weapons are terrific, the set- 


j mhp‏ سی - = تس س 
Deces strong, ne orchestral score‏ 
ate гага +‏ 
Oly arx DONNE TLE and ine‏ 


presentation and frontend up there 
with anything EA can produce. What 
are they putting in the tea over there 
After showing Edge the video and 
playable 
a tour around the building: 


levels, de Randa takes us on 


Format: PlayStation2 
Publisher. SCEE 





7 
= 


ШИТ 





animation, music 


art, lavel design 
programming, Al. Accompanied by 
three Sony representatives, plus 


Guerrilias own PR manager, it feels 
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as three 
fae 1 m m 


weapon slots as opposed to Halo's 
two. There's 
It's the kind of 


someone cracks a bad joke al a 


an uncomtortable pause, 


silence you get when 


funeral. It spoke volumes 


Edge's theory is that Sony is 


uneasy wiin the comparisons because 


Killzone might never n а ing il КИИЗ 


While it aireacy shows epic scope 


and а smia premise to Bur cua s 
opus, Killzone has enc 2udgn to in 


yer LIE 


to by becoming the greatest FPS title 





The Helghast troops are menacing but they 
become dismayed when under intense mini-gun 
fire. The heavy weapons can be carried easily by 
the two burly members of the ISA team, but Luger 
struggles to walk and aim accurately with 
anything requiring two hands to control. The slum 
level [above is remarkably polished considering 
the game is still a year away from its release 
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Get knee deep in water and your speed is compromised; carry a heavy weapon and movement is reduced to a snail's pace, Such factors 
should keep the player thinking and changing strategies on the fly The kick-back from the weapons adds another layer of authenticity 





on PS2. in those terms ifs got a and as a member of the ISA (а force restarts, colleagues that become 
fightina chance, but Guemila's game oyal to Earth) you have just seriously injured fall back, leaving you 
also has its Own pecuhanties volunteered to undergo a suicide with the brunt of the work. 

As the stately concept art exhibits, mission behind enemy lines. As the "We had three rules when we 


$ г at m = 2 = = a = Sar + b. imr E _ = т” = = — „Ча ан Т ы 
there's а war on. бе! п а ште с game takes place in the near future, decided to have support characters 
planetary colonisation, the status quoc you won't find any laser guns. авап adds Michiel van der Leeuw, the 


has been interrupted Dy а rapacious or warp holes. "Ve wanted to come game's lead programmer. "The first is 
military faction called the Heianas! up with our Own epic war," says de that they will keep up and always find 
Th Dusangds ol troops rangec against a Ronde. “However, we drew inspiration cover: the second, that they wont 


- 


mai €i - the outcome was from many 20th-century conflict 


Gf 


Dlock the player's passage through 
evitable. Videogames need heroes because we wanted everything to be the game; and the third is that they will 
recognisable, To have weapons that retira back when on low health,” In 
fire green blobs may look nice as a fact, after concern expressed by 
special effect, but it takes away from Edge. van der Leeuw admits that your 
the grating aspects of war. team buddies cannot be killed by 

The move away trom aliens wil enemy fire, only weakened, 
make the game more accessible to Only two characters are currently 
the masses, and the decision to have on show: Templar, a mean-looking 
four playable characters will add commando (Edge suspects he's the 
variety. Yes, Alone i5 squad-based all-rounder) and Ludger, а ferrale 
Before that sentence strikes fear into stealth character with the ability to get 
your bones, we should point out that to places other volunteers cannot 
your team-mates are not under direct reach. You can play through the game 


пе ied 5 al vou таке one With any character, and as \ aAdeodgame 


of the four characters through the convention dictates. васп speciahses 





entire game while your team-mates with certain weapons. Luger has а 


The X button is context sensitive, 
delivering brutal mélée attacks and letting 
you leap barriers and climb ladders prevent frustration and bresome but struagies to carry and shoot the 


provide cover fire and support. To high accuracy with sniper weapons 


Mp 


heavy artillery, Guerrilla Says thai 


weapon choice 18 vital, so going 
through the game a second, tira апа 
fourth time with à new character 
forces the player to think differently 
about each set-piece 

Expect collapsing bridges 
dropships spewing out Неюпаз 
troops, extrerme firefignts and APCs 
delivering destruction your way. As 
vou are fi тіпа an organised military 
regime the soldiers behave according 
to their rank. Foot-soldiers have orders 
issued to tham by Elite officers, while 
Staff Commanders sit on the next 
rung up. Taking out the officers first 
can cause the grunts to pan 
3renestrate their attacks lase 
curently embryonic, but the raw А! 
routines (see Wargames) auger wet 

Tha А) was workir 9 loo penectly. 
во we had to tweak it,” admits Arjen 
Вей, Killzone's Al coder. “The Al 
adapts to what the player is doing and 
there's very littla scripting in the game. 
Each enemy conducts a tactical 


analysis of the terrain and has a 





realistic perception model, Before 
they would hear or see the play 
easily and they d all run to the 
[player's] location. Now we've made it 
so the enemy is not so perceptive. It 
also means the player can make a 
noise, then move to а new location 
and take out the enemy when they 


come searching." 


Over the years Edge has heard so 


many fallacious claims about Al thal 
s hard not to be sceptical. Yet 
alreacty the came has got the simple 
things spot on. Throw а grenade at a 
group of Heighast and they flee 
согмпсгюіу; take out a sentry win а 
sniper weapon and ine renaming 
enemies are instantly alert; try to 
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outflank a patrol and the more vigilant 
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start to worry: there will be 
weapons in the game: pistols, 
assault rifles, shotguns, mini-guns 
rocket launchers, missile launchers, 


sniper weapons and hand-grenades. 


here's nothing outiandish about any 


af these weapons, but that's the point. 





QAM 


Guerrilla promises "at least five emplaced” 
weapons for the player to make use of. 
Edge has seen ona: a huge turret gun that 


can rain down terror on troops below, 


Helghast gunships (below) make a 


dramatic appearance later in the game 
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The texture quality is produced through a neat multi-layering technique. When enemies are 
far away layers are removed to maximise performance without impairing the visual quality 
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Currently the player has а ‘health’ meter that replenishes slowly when damage is not being taken. Predictably, this works in a similar fashion 
to Master Chief's shield. Health packs are available throughout the game but should be placed in ‘believable’ locations such as infirmaries 


Almost a game in its own right, the Al editor Guerrilla has fashioned to implement 
and test character behaviour is wonderful to behold. In this sequence (below) several 
Helghast troops defend a fortress while an ISA regiment attacks. There's no direct 
contro! — the сус is triggered and the soldiers begin to fight it out from their 
positions. First time, the ISA troops win convincingly, taking cover effectively and 
organising their assault with expertise. In the second sequence, however, things are 
not во clear cut. The Heighast soldiers defend their battlements with conviction and 
several (SA men go down before they can reach the ladder. Eventually it's two 
against two and the final pitched-battle takes place on the roof of the guard tower 
The ISA team wins, though only one man is left standing. If such Al is manifest in the 
final game then Killzone will be intense. 





« 056 


nen you hold a gun, it should feel 
Ike a qun," enthuses the game's 
producer, Alastair Burns. “Every 
weapon has its own personality and a 
secondary fire function. On top of that, 
your characters use each weapon 
more or less effectively." Recoll, 
spread zones and accuracy alter 
according to which character is 
сатун which gun 

Guerrilla then demonstrates to 
Edge each weapon, specially laid out 
n a shooting gallery editor. А foriom 


enemy ducks and weaves behind 


a laser-guided MESES connects with 
his head. A fusion of superb sound 
affects and impressive physics gwe 
васп weapon weight and character 
Both Helghast and ISA weapons can 
be picked up on the battlefield and it's 
tastament to the level of detail in the 
game that the equipment used by 
each faction is noticeably differant, 
And what about the controls? The 


Foz analogue sticks are not noted for 
тег accuracy and sensitivity, 


especies ror nrsriperson Snocgoiers. 1 5 


something Guerrilla is keen to put 


right. "We've dona a couple of things," 


axplains van der Leeuw. "First of all, 





the vertical sensitivity is more precise 


because players generally shoot at the 
same level and they don't need to 
make big adjustments. Secondly, the 
horizontal turn is very accurate at 


close range but the turn rate increases 


past 90 degrees." Аз you'd expect, 
herê s a slight auto aim and the 
Contras feel robust enough for а 
PlayStation? title 

Ahat strikes Edge from the start 
is the aesthetic tone and detail of 


Би uuu dm же ей Мей к Bd 
the game. 15 as stylised as ле 


ы) 


Gear Sold 2, but richer in tenns of 


textural detail. ‘impressive’ would be 
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of the ап department are countess 
photographs. Montages of wood 
grain, metal drums, abandoned 
aeroplanes, escalators, industrial 
diggers, Each level is inspired by the 
detail and texture contained in groups 
ої these Images. 

"It's realism with a twist,” 
summarises Roy Postma, the 
lead concept artist. "The game gets 
ts personality at this stage, from the 
weapons through to the Heighast 
The influences are clear to see, 
ong trench coats, military insignia 


and stem uniforms: “We took a look 
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Dutch courage 


Martin de Ronde began his coding life at Bullfrog before moving on to Project 2 
Interactive then Lost Boys. As one of the founding members of Guerrilla (a result of a 
merger between three established Dutch developers) he has a clear vision of how he 
can make the company one of the top ten independent developers in Europe. 


15 it possible for independent developers to make innovative games any more? 
As original titles consistently fail to ‘perform at retail’, it becomes evident that 
innovation in itself is no longer a strong enough commercial proposition. Even worse, 
brilliant games like Rez and Super Monkey Ball are to a certain extent sounding the 
death knell for innovation as their sales figures provide argumentation for decision 
makers in this industry not to greenlight any more of these types of projects. Not that 
these game are unsuccessful, but other, more mundane games are simply more 
successful. In an industry long characterised by risk averseness as a result of 
spiralling costs, this further minimalises the number of experiments and lowers the 
chance of us encountering a new Tetris or Lemmings. 


How can you break this cycle? 

In short, we should try to be commercially as creative as possible when dealing with 
game design innovations and even attempt to temporarily hide them inside а | 
straightforward looking massmarket game or underneath a licence — revealing their 

true identity only once the massmarket penetration potential is already in sight. 
Developers' commercial departments, design departments and the game's publisher 

= which by its very nature has the most market knowledge = should continuously 

work together to achieve this, respecting and learning from each other's fields of 
knowledge as they go along. 


You mentioned that Rez could have appealed more to the masses in this way. 
How so? 

Yes, creatives behind the innovation should suppress fears that this will involve 
compromises that will affect the game experience. One could ask whether Rez's 
game experience would have been diluted by the inclusion of songs from or product 
endorsement by DJ superstars such as Oakenfold and Tiesto (who seem like a 
perfect, non-expensive fit for this type of game). The answer is: quite probably not. 
But it may very well be that Hez's P&L account would have looked different as a 
result of such a ‘licence’ as it may have reached a broader audience. 


And how does your philosophy apply to Killzone? 

| would be lying if | would say that we've carefully taken the approach outlined 

above, when we were designing this project. Our collaboration with Sony started 

with a technology demo. However, once work on the game got underway properly, 

we did look long and hard at the ways we could innovate in the FPS genre and, once | 
found, we were indeed very careful to ensure that the game's innovations in the | 
fields of Al, control method and squad behaviour weren't lost in a mediocre game, 

but were firmly grounded into a solid and sound market proposition that consumers 
were looking for; that of a top-quality FPS with a unique style, stunning graphics and 
groundbreaking technology, specifically designed for PS2. | 
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Although you аге not able to man vehicles, they still play a role in the дате. APCs, 
gunships and ‘other’ forms of transport terrify the player with missile bombardments 


to limit hard ‘popping’ effects 
between different levels of detail,” 


at many of the German uniforms 
used in World War |, some made by 
Hugo Boss. There are those 
influences, but we also took the 

gas masks from World War | and 
some aspects from more modem 
uniforms." Glowing orange eyes 
through dark masks, the Helghast 
look stunningly villainous. 

More impressive still ls the way this 
artistic vision is transferred to the 
game. Many of the gorgeous graphical 
effects are created because Guerrilla 
draws multiple layers of smaller 


голе is stil a year away from its 
official deadline, so there's plenty of 
time for optimisation. Yet Edge 
remains concerned by the choppy 
framerate. It's not that this team can't 
perform wonders, it's more that theres 
little on PS2 this detailed. Can Sony's 
infamously developer-unfriendly 
machine handle Guerillas ambition? 
"We did a risk analysis before we 
started in case of performance 
issues," says van der Leeuw. "As it 
turns out, the unsteady framerate в 
caused by raycasting — due to 


textures on top of each other. "The 
operations on a per-vertex level are 


"We took a look at many of the German uniforms used in 
WWII, some made by Hugo Boss, but we also took the gas 
masks from WWI and aspects from modem uniforms" 


movement and Al = and not so much 
by graphical detail. We are constantly 
measuring the performance and 
estimating our headroom for 
optimisations and applying the most 
critical points of slowdown, We'll hit à 
constant, high framerate in the end. 
Some minor tweaks to content and 


actually very flexible and more 
powerful than per-vertex operations 
on PC and Xbox," explains 
development director, Arjan Brussee. 
“The performance impact of 
drawing these extra layers is quite 
low, since the hard part of PS2 GS 
programming is already dona, like 
clipping and transformation. As 
optimisations for the game we have 
added LOD in many stages of our 
rendering (and gamecode) pipeline, 
where for instance a highly repeating 
cloth structure texture is not visible 


encounters may be necessary in 
certain cases, but nothing that will 
drastically change the look or feel of 
the game." 

The only set-piece Edge 
witnesses is in the ‘slums’ level. After 
takina out several Helahast foot- 
soldiers with shotgun blasts, а 


any more after one meter, so this 
layer is not drawn any more 


Layers can fade smoothly in and out gunship hones into view then deploys 
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In most scenarios the other three members of 
your team provide covering fire and move to 
the rear when injured; they cannot be killed 
outright. However, there is the occasional 
protect-and-escort mission where they 
become vulnerable to enemy fire 





Having studied anthropology and prehistoric 
archaeology at Cornell University, Larry 
Holland entered the videogarne industry in 
the early-'BOs. His first job in the industry was 
at Human Engineered Software converting 


PREFET _ 


arcade games such as Super Zaxxon for LU "M | 
home computers. He went on to work on QUIM T 
titles such as PHM Pegasus and Strike Fleet, Tut. we iN yi 


both published by Electronic Arts in the 
mid-'80s. He is perhaps most famous though, 
for the creation of the X-Wing/TIE Fighter 


series of space flight sims for LucasArts: Star ШИШИШИ" ААА А 

| | Tu p 011! ци! t 
Wars: X-Wing Alliance (1999), X-Wing ARUM НИ Wi MM 
Collectors Senes (1998), X-Wing VS: TIE 1 d 11011 I | i 1! | MIHI , | | hd 1 | | ie 111 1 OMNE | ! 


Fighter (1997), TIE Fighter (1994) and 
X-Wing (1993). His current project, Secret 
Weapons over Normandy, is the spiritual 
successor to a trilogy of WWII air combat 
games that were published by LucasArts 
(then Lucasfiim Games) before the X-Wing 


series: Secret Weapons of the Luftwaffe Dy r r О... "ш "АЕ 
(1991), Their Finest Hour: The Battle of Britain 4 | um 
(1989) and Battlehawks 1942 (1988). - ай PA | MAN ا‎ j 
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| How has studying archaeology helped you 
| as a developer? 
It didn't help with any direct material or 


content, but it gave me the skills to do | 
research, and to enjoy piecing together * 
things and discovering and trying to á 
extrapolate. It actually took me many, many 
years to figure out why | was drawn to 
building computer games after having a love 
of archaeology. From when | was а little kid | / | 
wanted to be an archaeologist. | had decided О 
when | was in the fourth or fifth grade that | 
wanted to be Indiana Jones – maybe not 
robbing idols from inside the Pyramids, but | 
going on some adventures. 

So | followed this trajectory through my life 
tor about 20 years. But the connection was, 
to make a long story short, that what an 
archaeologist does is to take the pieces that 
he finds and he tries to construct in his mind 
and on paper a living, breathing world. And 
really what | find enjoyable and has drawn me 
to warking in the videogame field, is that what 
we do is to build worlds which you can enter | 
into and believe are alive, and which make | 
sense е апа TWO, | didn't atid males 
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business pages — име gut епо 

Obviously today we're no longer i the 
business section; We're in the cul 8: 
entertainment section with television and 
movies and everyone else. Soin the lwo 
decades that I've been in the industry we' ve 

come from being.a nobody to sitting at the 

same table as all the other entertainment 
industries, 





| Do you think that's a good thing? 


| think it's a good thing and а bad thing. It's a 
mixed bag. Obviously technology has 
changed, and the licences and sequels, and 


the size of teams and the pressure for delivery, 


aren't entirely desirable, When | started we 
would work on three-month games — games 
would be over and done with in three months. 
Then they crept up to six months and those 
were one or two people working by 
themselves — a jack (ог jackass) of all trades 
who did what he could on art and sound, etc. 

There was a lot of innovation and 

expenmentation as we were all trying to figure 
out what this new medium was and what it 
could be. It's often stated, but it's not untrue, 
that the level of experimentation these days is 
lowered — and here's another example, from a 
crass business point of view. The budget for 

¦ Battiehawks 1942 which | did in the late-'80s 
was $60,000 (E38,000]. That's for everything. 


What are the biggest challenges for 

an independent developer such as 
Totally Games? 

Wall it's definitely economically challenging. 

| think the volatility of our industry has been a 
constant, and with that volatility there are 
challenges in creating a franchise or property 
that can sustain you. | think the key is а 
trusting relationship with a publisher, and 
that's probably the biggest challenge in the 
industry. It has always been my desire to find 
quality publishers and work with them on 
multiple projects over a long period of time 
and that's what a developer needs to have, 
to have some stability in their business and 
creative opportunities. And there really aren't 
that many publishers in our industry, and 
several of them are in states of flux, like 
Vivendi Universal, where there's been recent 
news about the founders or some of the 
Diablo guys leaving. 


“Тре budget for Battlehawks 1942 in the '80s was $60,000. 
That's for everything. Now $60,000 doesn't cover the test 
budget. It would cover a tiny part of the test budget" 


К would cover a tiny part of the test budget. 
So the economics have changed such 
that the pressures are greater. | think there are 

spectacular winners and a lot of losers now, 


that's what our industry is like today. I've heard 


it saic that five per cent of games break even 
and a smaller percentage do well, and then 
there's the Grand Theft Autos that garner 
hundreds of millions of dollars, and then 
you've got most other games. So that 
changes the mentality of the kinds of games 
that we make, 

But certainly what has changed for the 
better is that more people can make this a 
wonderful career; there's far more talented 
people in this industry than there ever has 
been. You no longer have to be a jackass of 
all trades, you can rely on extremely talented 
people, which takes some of the burden off 
of building a product. | could talk for hours 
about all the changes and differences, but 
I'm certainly happy to be working In the 
industry now. 


That's an interesting point; this issue of 
Edge also features a news story 
considering the consequences for 
in-house (see p6). Do you think that's a 
general trend? 

It's а very common cycle that happens. and 
although all the diferent publishers won't 
always be in sync, publishers will often go 
through phases of bringing a lot of work 
in-house, where they will build teams in-house 
and at certain periods of time they'll grow to à 
certain complexity and therefore have 
inefficiancy and they'll shed all of those 
developers, and then you'll have all sorts of 
new developers springing up. 

This is a fairly common cycle that I've 
seen with many publishers in our industry. | 
can't say whether it's on the influx or the 
outilux in the US at the moment, but | think 
some of them are on the influx and some of 
them are on the outflux. 


Here's a good parallel; if you've aver read à 
for too many hours and it takes over your life. 


“I look at people playing my games and they're bobbing 
and ducking their heads. That's total involveme 


olvement, 
and it is the highest goal for an entertainment product" 


We also recently ran a feature about 
cancellations in your career? 
Гуа had some cancellations where | have 
definitely regretted that the original creative 
idea did not get completed for whatever 
reason. For example, | was working on an 
Xbox title that | thought had great potential but 
we worked on it and worked with Microsoft 
on it and it was just something that didn't 
come together to everyone's satisfaction; it 
was definitely the right. decision to put it aside 
Canned garnes are definitely a mixed bag 
of agonising frustration combined with 
simplifying your Ме; I've never had a game 
cancelled that came as a surprise. I've never 
had the rug pulled out from under me, which | 
know has happened to marry projects with 
many developers, and l'm sure has left them. 
quite bewildered by the reasons or politics 
behind it all. ме worked on games that just 
haven't creatively come together and it's 
probably best to put those aside. 
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That to me is total involvement; where 
something is so captivating that you are 
NE eme 
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Well I think itis hard. But | think we wil 
achieve it since the games that | have always 
liked to build are ones that, at least from а 
Actually with PC games, because you have a 
keyboard, there's always a temptation to acid 
new functions. Well with a console controller 
you're obviously limited, which forces you to 
hone what you think is important and what 
works well within the game. So | think we 
have a really great control scheme that has 


obviously there's the game universe itself and 
what you have to do [within tha game] and 
that's where our experience comes into play. 
The real way to achieve that Is just to work 
and work and work at it. You think you've got 
it right and then you keep working on it. 


TIME 1 
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Are you worried about competition from 
the glut of WWII-themed games that are 
about to be released? 

| wouldn't say there was a glut. There's а 
certain number of them, though not that many 
on consoles. There's the Medal of Honor 
series, but that's very different from our game 
in terms of what you're doing. I'm not too 


“Тре pure challenge of outmanoeuvring your adversary 
and getting on his tail and blowing him to smithereens is 
something that's always been compelling to me" 


wormed because | think we have a differant 
take on it. | think the other Word War Il games 
aren't really flight games and nobody's trying 
to put those two together in a formula of 
speed and action. 

What's always attracted rne to the flight 
part of it is that | love the sensation of speed 
and the doa-tighting. The pure challenge of 
outmanoeuvring your adversary and getting 
on his tail and blowing him to smithereens is 
something that's always been compelling to 


How familiar will the game be to fans of 
your previous Secret Weapons title? 

Wall | think those previous fans were a diverse 
group of people but there were definitely 
those who loved the action and the exotic 
technology, and they'll totally enjoy the game 
since | think it is more accessible and it has a 
diverse set of content. It's definitely not trying 
to be a flight sim, so for anyone who likes their 
flight sims hardcore, this game will probably 
be less appealing to them. With the current 


me and | think that core gameplay is products, we want to bring a large scope to 
something we have in spades in our game. the mission that you're involved in, so that you 
And that's quile a different fundamental feel like you're immersed in a big event 


mechanic from all the other games. 

next hardware transition? How are you 
approaching it? 

Well | wouldn't say ‘tentatively’, but certainly 
"watchfully'. We're not eager to just drop 
everything we're doing to jump on It. 
Obviously hot new technology always gets 
everybody excited about its potential, but | 
think over tha last year and a half we have 
built up our core technology and expertise on 
the PS2, so we're not looking for that to go 
away very quickly. 





Secret Weapons over Normandy (top) is the 
spiritual successor to Secret Weapons of the 
Luftwaffe (above). with which Larry Holland 
cemented his reputation before creating X-Wing 


Do you think publishers will be more 
around to stick with existing formats? 

| think so. Especially since the leaders of the 
new round of platforms are likely to be 
Microsoft and Nintendo, and they're obviously 
not the market leaders. It's anybody's guess 
wha is going to bring out the next platform, 
but most people believe it's not going to be 
Sony, since they have no reason to muddy the 
waters on the PlayStation platform by having 
people think about delaying current purchases 
for potential future platforms. 

So I think, because the next round of 
hardware won't come fram the market 
leaders, that publishers wil! be more attentive 
than they were the last time and won't 
abandon or shift significant resources. 

They'll certainly be thinking about how to 
support new platforms, and that will vary 

from publisher to publisher, but publishers 

like Electronic Arts won't want to give up 
formats that are very profitable for them. 

They also have a ton of expertise that they've 
learned in the last three to four years on 

these platforms, and it's actually the fourth 

or fifth year where à lot of that is 
investment really begins to pay off. 2 
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| S top hyperventilating. Edge knows the complex, mutti- magazine to provide а full history of all the hardware, .. on home systems before, and it continued to hold its own 
— threaded history of the PC Engine can induce fear into Software and add-ons ever produced for the system, The well into the next-generation wars af the earty-"G0s. 
the heart of even the most dedicated collector With over а manufacturers records, though, were as sketchy as anyone's, Debate rages among those who care about these sorts of 
[геп tweaked versions of the machine existing across the and it soon passed the magazine on to a collector, who things as to whether the machine can be classed as the first 
globe under a variety of names, just getting hold of the right ВО ае aris. Tat ose true 16bit system, or whether it was just an exceptionally 
“console is a Herculean task. which is why many confident Some way to demonstrating just how poorly documented the powerful Bbit machine, thanks to its curious intemal 
retro fetishists run back to their Famicom collections. But take history of the PC Engine is, something Edge intends to rectity architecture which offered а hybrid of Sbit and 16bit graphics 
la deep breath: some of the finest shooters and arcade here. After ай, it's arguably one of the greatest systems in technologies. Similarly, many argue about the PC Engine's 
‘Conversions ever produced for a home system exist here and garning, and yet there's barely anyone in the west who significance within videogaming's canon: evangelists panting 
‘here alone, and while the machine lurks in the back of many understands it at ай. Out the innovation іп ts HuCard and CD technologies, 
| gamers’ minds as a great undiscovered continent, those who Of course, ‘greatest doesn't mean ‘perfect’, but while the sceptics citing the machine's appalling failure in the west. 
dare investigate are in for a treat. Engine has its faults, it enjoys the sama kind of allure as the One thing Is certain, however: the PC Engine plays host to 
Still, it's difficult to know where to begin and information is Japanese Satum and Neo-Geo. At launch, in 1987, the some of the most important, kooky and genre-defining 
t hard to come by, NEC was recently asked by a Japanese machine had a graphical power leagues above anything seen apanese titles of the period. | 
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System specs (Basic PC Engine) 


| CPU: Hu6280 (Bbit) 
. CPLI speed: 7.16MHz (1,5m instructions per second [MIPS] 


Resolution: 400 x 270 


Although not the first console to be featured in the movies, 
the PC Engine found fame in the 1998 film ‘Enemy of the 
State’ when the TurboExpress was used as a playback 
device for video captured onto a PCMCIA card. The 


| TurboExpress was not shown working, but it made ап 
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House of cards 


>| The final system card add-on for the PC Engine was the 


i 


۳ 
TIE 


| incredible Arcade Card, which came out in Pro and Duo 


| flavours. Arcade Card games featured more detailed graphics 


| 


‚| | and effects, better sounds, and bigger and better cinemas 


| and were designed specifically to host Neo-Geo parts as well 
Ul nd acri oí tire от Best aima such эй Зарр, The 


| 


]| factory producing the Jvcade Cards caught fire shore belor | 


the planned release of the add-on delaying the release by 
|| some montis. Some Engine fans cite this as a reason that 
EEE onder ti: at 
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| Engine upgrades 


| PC Engine has one of the most confusing 
ВИ catalogues because 
КО released. Here is the definitive Edge collector list of tities and 


hardware 


= ——— D: 47 ms ee — 
there were simply So many iterations 


descriptions of differences to clear things up for you once 


and for ай 


1 NEC PC Engine/NEC TurboGrafx-16 


| The very first and most basic incarnation released in Japan 


} on October 30, 1987 was a design triumph. The NEC 


TurboGrafx-16, the basic Japanese PC Engine with only a 


] few minor internal modifications was billed as the first 16bit 


system to be released in the US causing advertising and 
playground wars across the country 


NEC PC Engine CD-ROM2 

| The CD-ROM? unit for the PC Engine made the machine the 
very first console to utilise widespread CD-HOM data 
storage. The drive unit attached to the PC Engine via an 
Interface Unit, which also served as a Carrying case. 


PC Engine Super CD-ROM2 
Raleased on December 31, 1991, this CD-ROM add-on 
allowed players to play the new Super CD format games that 
NEC were releasing on SuperGrafx. This upgrade unit could 
be used on the original PC Engine, CoreGrafx, CoreGratx Il 

| and even the SuperGrats system itself 


And, for collectors, the PC Engine is close to the ideal 
system. The games are of a generally high quality and 
comae from many of the industry's formative heavyweights; 


"Capcom, Taito, iram, Namco and Hudson all developed 


excellent titles for the system, Prices vary across the 
collector's financial spectrum, ranging trom the cheapest. 
most widely available titles to some of videogaming's most 
collectable objets d'art. And the system's heavy arcade bias, 
its success in Japan influencing the range of software as 
much as its fallure in the west, means it offers some unique 
delights for those prepared to investigate. 

In 1986 Japan's videogaming market was continuing to 
go from strength to strength. Having avoided the crash that 
crippled the US market, Nintendo's Famicom and Sega's 
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Mark 3 (the west's Master System) were selling well, albeit 
starting to look technically basic, РС manufacturing giant 
NEC Home Electronics had been looking at the console 
market with keen interest and, noticing the decine in chip 
manufacturing costs, it commissioned one of its R&D teams 
to come up with a console design that could incorporate the 
technologies and lessons learned in the PC market with 
console gaming. Tomio Gotoh, one of NEC's top 
project, а project that insiders believed could lead to 
Nintendo's demise. 

Gotoh-san had been responsible for some of the very first 
DOS machines (having retired fram NEC at 55, he is now a 
contemporary video media artist) and his machine couldn't be 





fauited, technically. But NEC's problem was a lack of 
experience in the console arena. What was needed was пр 
from an established industry player, but NEC obviously 
couldn't take counsel from any of the rival hardware 
manufacturers. So Gotoh-san approached high-profile 
developer Hudson, а prolific thindparty software company tt 
had also been eyeing up the hardware market. Hudson wa: 
bitterly aware of the the kind of firstparty profits Nintendo w 
netting, and its engineers had even got as far as designing 
\пег own high-performance chipset. 

But Hudson didn't have the necessary capital to get an 
entire hardware operation set up, so it decided to combine 
forces with NEC, splitting both the work and the risk. 
Although it’s not known what percentage of effort and сарі 
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васп company put into the development and marketing, its 
ear that both staked a lot on the venture, as their 
commitment to the system and each other never faitered 
throughout the nme years they were involved in the console 
For the first time in the Japanese videogame market, as 
much time, effort and money was spent on getting the design 
of the new console as right аз the insides. NEC wanted a 
Seek small modem look to the machine, something that 
would resemble а portable walkman rather than a bulky 
console. The casing's dimensions were finally settled on at a 
slender 135 x 130 x 35mm, making it the smallest home 
console ever. Games were produced on HuCards, each of 
which had a massive (for the time) maximum capacity of 
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512KDb, while remaining about the size of a credit card. 
Everything screamed modern and new to the Japanese 
videogame consumer, and that goas some way to 
expiring the system's success. 

But it was also dawn to the power of the system. 
мегу the PC Engine had a fearsome set of system 
specs, the powertul architecture was based on a custom 
version of the 6502 processor, the 7.16MHz Hu6280, along 
with Kb of VRAM, In addition, the system included four 
coprocessors in charge of sound and graphics allowing 
for an unprecedented 64 simultaneous sprites. With a 
variable resolution of 256 x 224 in most garnes (ир to 
384 x 256 in A-Type) and a potential of 256 onscreen colours 
from a palette bank of 512, graphics were clearly the 


| МЕС РС Engine GT/NEC TurboExpress 


| With the growing success of Nintendo's Game Boy, NEC 
again broke new ground by providing the market with the first 

| handheld console to mirror its home-based parent. The 
games on both the home and portable systems were 
interchangeable. The unit had many accessories such as a 


| Í TV tuner and the TurboL ink, which allowed two players to 


| play against each other. 


| NEC PC Engine CoreGrafx 
As PC Engine grew and grew in homeland popularity, NEC 


i | decided to release a tweaked version of the system for fans 
| called the CoreGrafx complete with cosmetic changes and 
` _ the addition of AV outputs. 


МЕС PC Engine CoreGrafx Il 
| This is where it gets hard to keep up for the novice collector, 


| Inexplicably NEC released the CoreGrafx Il into the market 


D Y MES SO RUEDA i раку tweaked original 





machine's appeal when set against the limited visuals ol the 
Famicom and Mark З. 

Indeed, the PC Engines 18bit graphics processor 
helped it move sprites like no other machine outside of 
ЗМК (yet-to-be released) Neo-Geo. Arguably that went 
some way to scuppenng the doomed (Japanese) Mega 
Drives chances before it was even released, as Î sported a 
higher colour palette and more channels of sound than 
Sega's true 1604 machine, Curiously it even featured several 
legitimate conversions of Sega's hit arcade titles such as After 
Bumer ії and Ош ул. 

Indeed, OutRun, Thunder Blade and After Burner II ай 
gave a far better impression of super-scaler technology than 
the Mega Drive could manage. The exception to this rule was 
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Mark 3 version is considered superior. Unsubstantiated 
Intemet rumour, the gamers’ equivelent of the urban legend, 
states that a їпапоаі incentive was offered to the game's 
programmers to make sure that ther Conversion was inferior 
to the one on Sega's machina. 

But the most important factor in the PC Engine's 
Japanese SUCCESS was not the thrill of the new, or the 
2OWwerL system specificabons, but the speed with which 
top-quality thirdparties jumped aboard the project. inem, 
Namco, Human and Маха! Software all produced titles which 


Taito, 


went some way to wooing Japanese consumer support. With 
Hudson as a parent to the hardware, videogaming 
enthusiasts who might otherwise have been sceptical at 
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Golden Axe, which suffered a conversion so bad that the NEC's lack of console credibility were able to pledge loyalty to 


the system without fear, indeed, Saturn fans looking for a 
ваду earlier system to investigate would do well to turn to 
the PC Engine, with around 80 per cent of the system's 
software catalogue made up of shoot ‘em ups and RPGs. 
The marketing for the system was carefully planned, 
positioning the machine as а centre for a much larger 
entertainment system, with hardware accd-ons to follow 
NEC's original plan was to have the PC Engine forming the 
heart of a setup incorporating keyboard, disk-crive printer 
and CD player, but when the PC Engine launched on 
October 30, 1987, market research showed that Japanese 
consumers were confused and wanted a simple oul-of-the- 
box console. Within months NEG had shelved most of the 
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add-on plans, and concentrated on promoting the system as 
a standalone console. The change in direction was 50 
successful that Dy the close of 1988 more Japanese 
consumers had purchased PC Engines than any other piece 
of hardware that vear. Unti tne Super Farnicom was released 
it Continued to be the second best selling console in Japan 
And when NEG did release an add-on, in the shape of a 
CD-Rom drive in December '89, the PC Engine looked to be 
unstoppable, The CD-Rom unit hooked up to the original 
console transforming the machine into the world's first 
dedicated CD сопзое, The increase in storage allowed the 
first streamed soundtracks to be added into games, as well 
as bringing the first true FMV sequences to be seen on à 
home console. The two machines were attached with a 
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docking bay interface which locked them together, and й 


even came with а protective cover to make the console easily 
portable. Yet the system had a hard road to travel as lar as 
the US was concerned. 

NEC's plans to bring the PC Engine to the US began 
early. The NES was the number one system al the ште, jus! 
like in Japan; games were no longer being made for Atari's 
7800 and the Sega Master System had failed 10 win over the 
majority of US gamers, But the increasing ПШ! between NES 
games and what was being seen in arcades had created the 
perfect gap for a new system lo step into. Indeed, with NEC's 
huge popularity in Japan, the climate looked perfect far PC 
Engine to enter — and, eventually, dominate — the US. But 


sega had other ideas 
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Shortly after NEC announced its intention to bring the PC 


Engine, renamed as the TurboGrafx-16 (TG- 16), to the US, 
Sega announced that its Mega Drive system would aso be 
amving in the west. its system had been fading n Japan 
thanks to РС Engine's huge installed userbase, and д was 
determined to fashion а different resull abroad. in its favour 
NEC wasn't a household name in Ina LIS, and neither was 
Hudson. yet to make its name on the back of Bomberman 
{а сате which, predictably, nas one of fts ines! versions on 
the PC Engine). The battle for hearts and minds was on 

Sega's renamed Genesis was released sx months after 
the TG-16, and the marketing budget for both machines 
was huge, ensuring а quick burst of sales. However, NEC's 
US wing soon began to make some grave mistakes 
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NEC PC Engine Shuttle 


Marketed as a designer model of the console, the Shuttle had 
по ports for a CD attachment making it a HuGard-only 


| system. As such this is a system for compietist collectors 


only. The unit was not as widely available as the CoreGrafx or 
CoreGrafx Il systems, and so is worth more for that reason. 
The Shuttle did not have a way to back up its games since й 
didn't hook up to any of the CD-ROM attachments NEC 
released, so a backup unit was released for data storage. 


NEC PC Engine Оцо/Т И Turbo Duo 


| With so many systems that required linking together NEC at 
| last decided to bnng out a senes of combined systems, the 


first of which was simply monikered the Duo and was 
released on September 21, 1991. Essentially a РС Engine 
and CD-ROM? system in one case with extra memory for 
the new Super CD format, the system also had the option of 


| being portable with an optional Duo Battery Pack. 


NEC and Hudson had combined to form a new 


| company, TTI, to market the PC Engine in the US. The Duo 


was released under its marketing and came packaged with 


|! | Software worth over $250 (£157) and other items, retailing for 
$299 (2168) Because the Bao was one se unit, 


Weis o боры > etse ore shale high: 
price (round. 85,000 (2450) and short availability window, | 
it into eee oe | 
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Genesis came bundied with Altered Beast which, while 
mediocre, was significantly supenor to the TG- 168 pack-in 
game, Keith Courage in Арпа Zones. And catty Sega soon 
highlighted the fact that the TG-16's Bbt CPU meant f wasn't 
a true T6bit system aod maybe, but NEC tated to 
counter the criticism and its machina, originally so rooted in 
the thrill of the new, began to give off a scent of the old 

Blut that wasn t the end of the errors. Hudson NCkeC its 
console advertising off with a series of commercials that 
barely featured the system, causing many gamers tà think the 
games on offer were for Nintendo systems. Sora critics also 
cite the change of name from PC Engine to TurboGrafx as 
confusing for those who had been воло ihe system's 
Japanese success, although anyone dedicated enough to 
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| | Fight at the height of PC Engine's success in 1990, МЕС 
nearly spoiled everything by releasing this curious system 
specifically for show against Mintendo's Super Famicom 
| pues was more graphically advanced than the ongina 
! a изпод а 68516 processor and offerin g twice as much video 


i memory bul after just a short time on the market NEC 


i Е | } stopped production. The machine can play PC Engine titles 
| as well as the scant SG catalogue {oniy five native titles made | 
| it to release). In fact, with the right add-ons this is the only PC. f 


| Engine that can play every PC Engine game and for this 


reason it is а collectable system both in Japan and the west. 


| NEC PC Engine Duo-R 
Almost three years after the PC Engine Duo's first found 
success, NEC released this less expensive white-coloured 
system on March 25, 1893. For once the changes were 


significant with the headphone jack on the side of the system 
| being removed, аз well as the battery pack option. The case 


| was changed to a more streamáned design and feels more 
sturdy compared to the onginal black plastic Duo. 


LL _ _„ 


follow the progress of a machine in Japan would probably 
be aware of something as simple as а plece of rebranding. 
But those same people wouldn't have been happy at the 
redesign, cosmetic changes taking the internals from 
Japan's sleek diminutive unit and bundling them in a block 
piece of plastic. 

And if all that wasn't enough, the pricing of the systems 
appeared to be some way off competitiveness, too. The 
standard HuCard unit debuted at $200 (£125), but the CD 
attachment, which arrived in 1990, went for $400 (E250). 
At S600 (£375) you could own a Neo-Geo home system 
for the same price. The PCE GT portable (NEC's answer to 
the Garne Boy, see Engine upgrades) also made its way 
over in 1991 as the TurboExpress, but at a disastrous 
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$300 (£188). it was never going to provide more than a curio 

NEC was also exceptionally slow at bringing its Japanese 
tities over to th& US, while Sega stormed ahead with slick 
precision. Despite Its policy of releasing only the “best of the 
best' Japanese games (such as the Bonk series and Military 
Madness), NEC made some exceptionally poor decisions in 
picking up certain fitles and ignoring others. Nintendo's 
exclusive licensing policy hurt the company, too, as any titles 
was quickly ruled ilegal, but the ruling came after the most 
important formative stages of the TG-16's development, and 
affected it in a way that was very close to home, 
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Prior to PC Engine, Hudson had been most famous for its 
hugely successtully Famicom tities and the fact that the 
company couldn't release its most popular games on its own 
system was devastating. Not only that, but the company 
couldn't afford to only release new titles on РС Engine/TG-16 
by this point, as it needed the huge NES userbase to bring in 
the profits. Software for the CD add-on was in short supply, 
too: although there were hundreds of CD-ROM titles in 
Japan, it took a substantial amount of time and effort to 
translate them, and since time was the one thing the maw- 
struggling system didn't have, many of the great PC Engine 
RPGs were passed over. So while western gamers saw the 
likes of Ys and Lords of Thunder, magical titles such as 
Far East of Eden, Songgan, Snatcher and the pinnacle of 
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Konami's pre-32bit era Castlevania titie Dracula X were 


While NEC's chances in the US looked to be over, the 
opposite was true in Japan where on September 21, 1991, 
the company released the PC Engine Duo. Essentially a PC 
Engine and CD-ROM? system in one casa, with extra 
memory for the new Super CD format, the release of the 
system was timed to perfection, capitalising on PC Engines 
growing popularity and library of triple-A titles. NEC and 
Hudson decided that this new system would give them one 
last chance to break the US and Europe (where the system 
had been virtually ignored), NEC attempted to start afresh, 


| and created a subsidiary, TTI (Turbo Technologies Inc) made 
up of staff from both NEC and Hudson Soft. TT) was charged 
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buting the new Duo system, which had 


quickly become a srnash hit in Japan. 


With the increased memory capacity of the built-in 


‘System Card 3.0, which allowed the TG-16+CD to рву the 


newer, Duo CD games, and a reduced the price point to 
$200 (£125), ТП began an aggressive advertising campaign 
for the Duo. The comic-style ads featured ‘Johnny Turbo", a 
freelance come fighter who was determined to crush the evil 
forces of 'Рака'. The adverts were thinly veiled attacks on 
Sega which was about to launch the Sega CD add-on. NEC 
was arguing that the Duo was the only true all-in-one 
card/CD gaming system as the Sega CD required tha Mega 
Drive to work. Johnny Turbo leapt to the rescue, eliminating 
the Река baddies and spreading the word that the Turbo Duo 
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was the world's only complete CD gaming system. However, 
next to Sega's famous ‘scream’ ad campaign TIS marketing 
company's image not because of a lack of quality software 
And all of this cross-continent mult-company lineage 
means that building a vast knowledge of PC Engine games 
and collectables is far harder than with most systems. Edge 
spoke to Hani Ghattas, а 26-year-old barrister based in Los 
Angeles, and one of America’s most knowledgeable 
collectors of the system. Onginally a Mega Drive aficionado, 
the extreme competition between the systems in the early- 
'8Os led to Ghattas investigating the PC Engine. Recently. 
he's begun to build up a vast collection, the sort only an 
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NEC PC Engine Duo-RX 
The very last of the PC Engine systems based on the original 
1987 technologies came shortly after the Duo-F on А те 24, 
1994. К had all the same features as the Duo-R, with the 

| addition of a six-button controller (very similar to the later PC- 
FX control pad], and а few cosmetic changes to the case. 


NEC PC Engine LT 
Often referred to as the Rolls Royce of all handheld consoles, | 
| the LT is in fact the most desirable of all the PC Engine 
’ | hardware iterations. Released on the same day as the Duo 
| the LT is the largest cartricige/CD portable system ever made 
“| The LT alone is a fully functional HuCard unit with à four-inch 











| screen, built-in speakers and CD support. Recently, the 
| Systems were reduced in price, for clearance in Japan 


| | | H explaining the sudden influx of machines into tha market over 


|| the last couple of years. 
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attorney's salary could allow. Edge begins by asking how his 

“Videogame collecting is like an addiction," says Ghattas, 
"And just like any other addiction, it starts slowly, | began 
reading up on the PC Engine to know what system | wanted 
and which games to start with. As | began to expand my 
collection | scoured the globe for dealers who could feed the 
РС Engine monster | was becoming. | found the few hardcore 
TurboGral/PC Engine fan sites and joined the boards, 
sharing information on the system. As time went on | bought 
every PC Engine game | could get my hands on using my 
contacts in Japan, Hong Kong, England, and other places to 
secure games for resale. The advent of eBay has obviously 
helped feed the PC Engine craze,” 
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the Japanese market for so long? “Quality. The PC Engine 
was a triumph of gameplay over graphics. During the early- 
licence industry influence on gaming that there is today. To 
Kaze Kiri, save perhaps Hevenge of Shinobi on the Mega 

Star Soldier series will satiate any shooter fan. Roleplaying 


brought us the classic Ys series, Cosmic Fantasy and the like. 


took advantage of CD power and Shubibinman 3. Last, 


o kan сера vitem i fits perfectly under the interface. The set ci 
two Speakers and a mixer but the microphone was separal 





Іда Minden Gaou and Double Dragon i kept me and legions 
of garners enthralled for hours,” 

in the ight of these gameplay successes Edge asks 
Ghattas to offer his opinion on why the system bombed in the 
west. "It was а combination of two factors: the marketing 
incompetence of NEC and the mindset of westem gamers. 
The PC Engine simply never gained the market panetration of 
Sega and Nintendo consoles. To compete with mascots 
Mario for Nintendo and Sonic for Sega, NEC rolled out Bonk, 
а hero with a tumour for a head. The promisa of quality 
games coming to America went largely unfulfilled as 
numerous grade-A tities never made it to western shores, 
Perhaps the most egregious example being Dracula X, a 
triple-A title, which wasn't localised due to some asinine 
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dispute between TT and Konami. Finally, and perhaps most 
importantly, was the lack of thirdparty support in the US, 
which killed the viability of the system in the eyes of westem 
gamers. While LIS gamers were playing Mortal Kombat, EA 
Sports titles refreshed yearly, and Street Fighter I, Duo 
awners got to party down with Word Class Tennis and 

Hot Zone. The US PC Engine saw a release of a total of 
138 games over its lfespan, many times less than the 
Genesis or the Super Nintendo." 

So which are the rarest titles in Ghattas' experience? 
“Danus Alpha is by far the rarest ‘commercial’ release for the 
РС Engine. Only 800 copies of this game were put in the 
hands of Japanese consumers who purchased the Turbo 
Duo game Super Darius and the hybrid SuperGrafx/PC 
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Engine HuCard Darius Plus and sent in the UPCs from 
both games. An additional number of copies, numbering not 
more than 200, were given away as promotional iterns in 
Japan. Unfortunately, the west didn't see much in the way 
ûf collectable items outside of limited pant garnes like 
Magical Chase and Волк IIl on CD [which is currently 
seling for up to 2400]. On the hardware side the most 
allows you to play Japanese HuCards on а US system]. 
The most famous prototype is the rumoured 2-3 stage 
Strider on the SuperGratx.” 

The appeal of PC Engine collecting is partly based on the 
underdog mentality surrounding the system in the west, but 
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it's also somewhat rooted in the excitement of archaeology. 
To date, outside of cover scans or names a large portion of 
the PC Engine library remains undiscovered, It is the 

Engine collecting so enjoyable. Adding to the challenge is that 
even the better-known games are quite difficult and atten 
near impossible to find in mint and complete condition. It's an 
elite class within a class. You want Psychic Assassin 
Таготаги on Sega Satum? You could get it within the week il 
yOu сап pay the price. But games ке Rayxanber ill, Negr or 
iga Ninden Gaou are among the most hardest to obtain on 
any format. You can start hyperventilating again now, but 
save your biggest gasps for when you start collecting 

and see your next credit card bill. 
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TCEMLCED BY TATTO СОР, 


Value: 6600-700 
Release 1090 


The rarest non-prototype release 
(see main text). А Darius take on the 
boss battle after boss battle 
mentality of Allen Soldier, The pride 
of any collector's library 


Value: £& 100-110 


и АЧЫ 
Release: 22/03/96 


Developer/Publisher. TGL 


Much maligned, this hentai title was 
heavily edited (the PC version reveals 
the pilot to have an appendage 
normally foreign to the female body). 
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Release: 22;10/03 
[e eionpstiunlishers lonkin House 


A brilliant shooter that takes the 
standard Compile formula sean in 
Alaste and Spriggan while adding a 
refreshing mythological theme and 
tight gameplay. Exceedmgl rare. 
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Value: £100 
Release: 26/05/02 
Develope/ Publisher Data West 


Nothing like its disappointing 
prequel, Rayxanber И! 5 rare and 
features great control, lush graphics, 
and is great fun for any shooter fan. 
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Value: £100-125 
Fipiease- 29/10/83 
Developer "Publisnerc Konami 


Astounding graphics and classic 
gameplay make this an experience 
that any Castlevania fan cannot miss, 
Not rare but demand in Japan and 
abroad keeps the price high 


NEXT 


Value: EACB 
Helease- 11/12/92 
Desveloper/Publisner Маха! 


Existing both as a regular version 
and a Summer Carnival '93 release 
(adding in Time and Boss Attack 
modes) this is extremely challenging. 


Value: £100 
Bpjease: 28704794 
Developer Publisher Мах 


Ninja action at its best and a Serious 
threat to Revenge of Shinobi. Tight 
control and a plethora of moves is 
iced by a series of fantastic bosses. 


Value: £4125 
Release 23/08/91 
Develaper/Pubtisher; Huoson 


The definitive home conversion of 
the classic shooter. And one of the 
hardest PC Engine games to get in 
mint condition. 
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Value: 2300-3650 
Release: 24/11/85 
Developer Publisher Hucho 


A technical marvel, it wasn't released 
commercially but handed out at a 
game show. Tha release was later 
canned due to the demise of the РС 
Erigine, Beware counterfeits. 


Winds/Lords of Thunder 





lue: 240-50 
Release: 23/04/93 
Developer/ Publisher: Hudson 


Superior in almost eyery way to its 
predecessor, Gate of Thunder, Lords 
of Thunder is a pleasure to play and 
boasts an excellent rock soundtrack. 





Value! Г20-30 
Rote: 21/12/69 
Developer/Publisher Hudson 


The best of the reasonably priced 
rarities, One of the classic roleplaying 
games, albeit derrvative, with 
innovative action and a stunning 

CD soundtrack, 


Macross 2036 





Value: #60-70 
Release; 03/04/92 
Developer/Pubkshar, NCS 


While many collectors dislike some 
of the Macross titles, this is a clear 
exception. An essential part of any 
self-respecting gamaer's collection. 


Pieleaso: 27/04/91 
Developer/Publsher NCS 


Platforming action at its finest. 
Along with Vals IV И doesn't often 
get much better than this. 
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Value: £50 


Halease: 27/07 ^X) 


Dee oper/Publisher NEC 


The SuperGrafx premiere home 
conversion of this classic platformer 
is even better than the outstanding 
Mega Drive revision 
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Ostensibly a humour-filled vertical- 
scroiling shooter, the game features 
player craft trom Bomberman, Star 
Soldier and aven a PC Engine. 





PUSH БЫ СЫ 


ih La МСС LTO 
ALi MIGHT IS 11. di. 


Manco 


ت“ 


ета н 


pebes Perr ree & 
ка а eee) tee tt bii ae reete rit 


LIFES ЪЪ ПЕ sees 


Value: £40 
Helpase: O2/DO4/90 
Developer Publisher Namco 


The best conversion (outside of the 
rare Marty version) of this legendary 
game. The Japanese version features 
all the gore of the arcade game. 


Т ЕПП? 
"911, 
£ 


LP WU 


ew ТҮ ЖЕТ, NI 
> мый TECO 


ИШ SOFT 


в. 


i 


Retesse: 2401/02 
Developer/f^ublisher: Hudson 


A conversion of the NES, and not 
the arcade, game. The same tight 
control found in tha NES version, 
but with supenor graphics and à 

ramped up difficulty level 


Roo RCM 
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Value: 250-70 
Release: 12/07/81 


Developar/Publisher: Compile 


Compile magic at its finest. Takes 
the basic Aleste formula and adds 
some interesting and enjoyable 
weapon ideas. 
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Release: 10/07/92 
Developer/Publiser. Hudson 





The finale of the Star Soldier series, 
programmed by noted dev house 
Red, unbelievably runs on a 
HuCard. This game takes the series 
out on a victorious high note. 


Magical Chase 





Value: £50-80 
Release: 15/11/91 
Developer/Publisher Рањо Сесії 


Нар Ripple the witch apprentice 
recapture demons she accidentally 
released into the world, or she'll be 
turned into a frog by her teacher. 
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Its super effective! 


A few years have passed since Edge was last word-perfect on the Pokérap. 
Long enough, perhaps, to gain some perspective on the question of just 


how a bug-catching sim managed to capture the whole world's attention... 


| t's not much of a mystery. Pokémon became the world's biggest But weren't the games the most cynical plot of all, each new 

| | videogame by а process of systematic and calculating media release dazzling children into a pester-frenzy with little more than a 

saturation — games, comics, cartoons, merchandise and films, One change of Бохай? There's no denying that the first four games - 

after another, impressionable children around the world succumbed to Green [Japan only), Red, Blue and Yellow were essentially identical. 

the inescapable commandment of 'Gotta Catch 'Em АГ. Gald, Silver and Crystal introduced such innovations as Pokémon 
Except of course, that's not how it happened. The дате came breeding and the realtime clock, but were in essence another 

first, and everything that followed was bom out of the fervour that it helping of the same. And so the real Pokémysteny becomes: 

inspired. In which case, the causes of tha Pokémon Phenomenon just how good does a game have to be before you can successfully 

must be sought in the game, not the hype explosion that followed it. re-release it seven times in a row’? 








Confuse ray 

One of the reasons the success of the series is rarely pinned 
on the quality of the games is because they are assumed 

to be simplistic, both structurally and graphically. Battles 
based on the tired old elemental system? Pixelly little 
creatures? Look again. 

For a start Ihere are 17 different elements. No amount of 
scissors-paper-stone guesswork is going to tell you whether 
Steel types are vulnerable to Ghosts, or if Bugs stand a 
chance against Dragons. Especially since elamental types 
have a range of four levels of power against each other, 
ranging through super effective, effective, not very effective, 
and no effect at all. Oh, did Edge mention that there are hybrid 
Pokémon, who share the characteristics of two classes? They 
might be tricky, if it wasn't for the fact that each attack move 
has an elemental component, and Pokémon can master a 
wide range of moves from outside their class. Which means 
that you can find yourself with a Stes! Pokémon, armed with 
both Steel and Ground moves, facing a Flying/Grass hybrid 
who also seems to know Fighting type attacks. Edge knows 
where it's placing its bets, but only because it has a sheet of 
graph paper and a sharp pencil. 

While the elemental system Is initially baffiing, it is far from 
random. Rather than simply being a complication glossed over 
іле top of the game to increase its longevity, it is an integral 
part of character desian. Water attacks are super effective 
against Numels, not because it says so on the stat sheet, but 
because it cools and cakes the lava in their veins, leaving them 
rigid and defenceless. Players don't need a Prima guide to 
quess that they don't want to try a leech attack on Gulpin, tha 
poisonous stomach Pokemon, 


“Each defeat at the hand of 
some omnipotent behemoth — 
and there are many since 
Pokemon is rather hard - is 
sweetened by the thought 'Just 
wait till | get me one of those!" 
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Sunny day 

Pokémon is also marked out by its setting. 
It's rare for RPGs to inhabit such a 
recognisable world. Sanitised it may be, 
but Pokemon is a familiar world of 
backpacks, bicycles and mobile phones. 
Cities may have battle towers and secret 
basements, but they also have 
supermarkets and police stations. 

If the attraction of roleplaying games 
lies in the opportunity they offer the player 
to assume the identity of the hêro, then 
Pokémon requires a lesser suspension of 
disbelief than most. There is no epic 
backstory. Ash isn't a dethroned prince, no 
meteor has smashed into his village, 
rumours do not abound that someone is 
trying to break the seal on the Ancient Evil. 
He just wants to be a Pokémon trainer. 
And so do you, It's one of the reasons the 
merchandising proved so popular. Ash has 
a Pokédex, you have a GBA. He tugs his 
Pokeball baseball cap on as he leaves the 


house: so can you. Just because yours 
was made in a sweatshop and his was 
embroidered by his mum doesn't mean 
you don't feel the part. 

But the central strength of the 
Pokémon world is that there is no us and 
them. Unusually for an RPG, there are no 
enemies. Every battle you have is against 


creatures who could just as well be on your 


side. It means that each slamming defeat 
at the hand of some omnipotent behemoth 
— and there are many, since another of 
Pokémon aces is that it is actually rather 
hard — is sweetened by the thought “Just 
wait till | aet rne one of those!” The rule of 
RPG thumb is that you play as an alien, 
wandering a strange and hostile world, 
where each monster is more venomous 
and bizarre than the last. In Pokémon you 
belong. Fought in anger only rarely, battles 
are as much about maintaining the natural 
balance there would be in the wild, as 
about slapping down а cocky Geodude. 


Homebrew 





As well as recipes, pornography. 
origami, knitting patterns, carvings 
and what is unquestionably the 
worst fan-art ever drawn, Pokémon 
has inspired a number of homebrew 
games. Sadly, the infamous 
PokeSnipe, which encouraged you 
to gun down defenceless Pikachus 
is no longer available. 





The future 


Pokefever may have abated, but Nintendo has plenty more adventures to sell 
Pokemon Colosseum 


Format; GameCube 
Release December (US), 2004 (UK) i 


m" 





The GameCube follow-up to 
Pokémon Stadium, which allowed 
you to upload your Game Boy saves 
and battle on the big screen. Both 
Box and Colosseum have been 
timed poorly, lagging far behind the 
GBA games they are designed to 
complement. When Colosseum is 
released, Nintendo will have to hope 
the GBA Player hasn't already made 
a separate game redundant. 



















Pokémon Pinball AunySanchire 
Format: Game am Boy Advance 


Release: November (UK) — $ 
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This update of the Game Boy 
Color pinball game will be going 
head to head with Pinball of the 
Dead, the latest demented twist in 
The House of the Dead series. 
Two more stylistically opposed 
takes on the same game could 
hardly be imagined. Pokémon 
Pinball plays it straight and cute, 
but Sega's version may have the 
gameplay edge. 


j Ed i 


Pokémon Channel 


Format: GameCube 
Pnipase Out now Шарап). 2004 (UK) 





Along with your trusty Pikachu, you 
must run а Pokémon television 
channel. Travelling the world = at а 
leisurely and battie-free pace - you 
film Pokémon, and recruit them to 
present the news and the weather. 
Minigames, colouring books and 
exclusive episodes of the 'Pichu 
Bros' cartoon are also included. 
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Pokémon Box 
Ады mat GameCube 2 


More a utility than a game, this 
budget-priced package will go on 
sale with a GBA link cable and a 
special Ruby/Sapphire memory 
card. Containing holding space for 
1,500 Pokémon, it allows true 
obsessives to store and sort their 
anima! army. The disk will contain a 
full version of the GBA game, so 
those without a GBA Player can 
upload their saves through а link 
cable, and play full size. 





Lovely kiss 

But how can a rock with arms be соску? 
Pokémon's other secret weapon is the 
exuberance and effort that goes into the 
character design. Nine games, and 386 
Pokémon in, the names, noises and 


natural histories of the creatures are as 
engaging as ever. The design work is 
mare than an endurance test, Pokémon 
have to be believable as wild animalis, 

and evolutions — so central to the 
excitement of the game - need to surprise 
and satisfy in equal measure. 

The cartoons weren't a cash-in, they 
were а sensitive expansion of the miniature 
world evolving inside 12m Game Boys 
around the world. i was in the 
charactensabon of tne Pokémon 
themselves that the cartoon senes was a 
Killer marketing Drow. Not because it 
helped the brand-name seap into the 
subconscious of Sugar Pull-addied 
schoolkids, but because it gave enomnous 
scope for communicating the characters о! 
the monosyllabic: creatures. 

Jigglypuff on a Game Boy screen is а 
flat PINK disk that squeaks, Let loose in 
Viridian City he has a personality as 
charmingly and irrevocably flawed as those 
of respected literary creations. Useless in 
battle, he earns the contempt and 
exasperation of those around him. His 
sights Instead are set on stardom, and the 
slightest resemblance in his surroundings 
lo a stage or a spotlight galvanises him to 
whip out a riicrophone and come into his 
own. Tragically, his singing is offensively 
soporific, and just as he has a chance to 
reveal to his resentful companions his true 
talents, every last one falls into an utter 
sleep: Jigatypult surveys his comatose 
audience with a cold, flat eye and then 
wreaks his revenge, Armed with a hidden 
marker pen, he defaces everyone, human 
and Pokémon alike ~ Pikachu with a Hitler 
moustache, Ash with Groucho specs - in a 
frenzy of vandalism. They awake to an 
innocent looking pink blob, with no 





Millennium madness 


Роквтоте success attracted an equal measure of controversy. 
After accusations that the cartoons caused seizures and the 
games promoted occult heresies such as Darwinism, hysteria 
reached its highest pitch over the course of the year 2000... 


March 2000 

A school in California pays compensation of $1,500 (£938) to a 
pupil after his confiscated Pokémon cards were lost. After the 
verdict, the boy said he would use the money “to get more 
Pokémon cards." Yamauchi-san would be proud. 


April 2000 

An eight-year-old boy offers his baby sister in exchange for a 
rare Vaporeon card in a radio swap-shop in Hampshire. In his 
defence, it was the super-rare holographic version. 


July 2000 

Deprived children at some London primary schools invent their 
own version of the Pokemon card game using prostitute calling 
cards collected from phone boxes. 


November 2000 

“Nintendo turned me into an evil, occult Pokémon character,” 
says Un Geller, as he begins court proceedings against the 
company, on the grounds that it had used his name, identity and 
signature image of a bent spoon. He further asserts that the star 
and lightning bolt dévices on the character were a reference to 
the activities of the Nazi SS during World War ll. Nintendo fights 
the action on the grounds he looked nothing like Bellsprout. 


February 2001 

A Mexican priest calls for the burning of toys and cards, which 
he claims carry subversive messages which would corrupt the 
family unit. Over 200 children bring their Pokémon cards and 
toys to a church in the Mexican state of Hidalgo which, Ironically, 
shares its пата with Pokémon #186, the evolved form of Hidini. 


April 2001 

islamic states issue a series of copycat fatwas, attempting to 
outdo each other in the inventiveness of their reasoning. In the 
United Arab Emirates, Pokemon is outlawed as it promotes 
gambling and violence. Qatar follows suit, in an effort to 
“preserve our children, their faith, their morale and their money.” 
Saudi objections are based on the fact that the cards carry 
religious symbols, such as crosses and triangles, which are 
significant to Free Masons. Edge is amazed Sony has gol away 
with it for sa long. 


memory of previous events. which allows the repetition от the 
gag throughout the story. 

Similarly affecting is the story of Cubone, discovered to be 
an orphan, who after seeing his mother killed, wears her skull 
as a helmet to protect him as he fights to avenge her death. 
Sobering stuff, Or the agony of the Nosepass, whose 
enormous hooter perpetually points north, meaning it can 
never see the face of one of its own kind 

К is little wonder that, in the face of such vitality and 
ingenuity, fans of the television series were eager to buy Into a 
game which would allow them to meet and befriend these 
characters. П is easy to accuse Nintendo of explortative 
cynicism when it re-badged the Red/Blue games as Yellow 
with the only major change being that Pikachu followed you 
onscreen, rather than just being one more creature you could 
consign to the Pokébank. But the quality of the 
characterisation achieved by the cartoon had given fans such 
a rapport with the creature that this alone was enough to 
delight them. 
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Pay day 

In a process thal Edge has only recently discovered is called 
‘brand extension’, the Pokémon name was rapidly smeared 
across a wider range of genres. However, rather than 
indiscriminately daubing it over any lacklustre title needing a 
boost, Nintendo used it to push some remarkably innovative 
products. Pokemon Stadium (N64) was one of the few games 
to take advantage of Game Boy link-up, and the possibility it 
offered — that of seeing your tiny pocellated friends emerge as 
fully-fleshed warriors — was like nothing else before. Hey You, 
Pikachu! (N64) allowed primitive voice communication with the 
mercurial rat, and produced a rather cheerier experience than 
the faintly disturbing Seaman (Dreamcast). Pokémon Snap 
(N64), with its totally pacifist gameplay, answered the critics 
who opposed Pokémon's supposed violent nature. 

Hardware innovations followed. Pokémon Pikachu was & 
Tamagotchi-style device which used a pedometer to convert 
each step taken into watts for the your pet Pika to feed on. It 
was a canny piece of design: the motion requirement silenced 
parents who objected to the sedentary nature of videogames 
but it also harmonised perfectly with what the children knew of 
the garmmewortd, where eggs and other items were affected by 
the number of steps taken. 

Not all Pokémon releases were so ingenious. But where 
they were an exercise in more conventional branding, 
Nintendo took care to apply the name only to quality games. 
Pokémon Puzzle League (N64, Puzzle Challenge on the GBC) 
added a new layer of branding wallpaper to a game which had 
already been repeatedly sexed-up by Nintendo's tradernark 
department. Released as Tetris Attack on the SNES, despite 
having nothing to do with Tetris, and being fronted by ‘Yoshi 
and friends, it was similarly unconnected to the Pokémon 
world. None of these indignities did anything to dim the simple 
brilliance of the game, however, and it remains one of the finest 
puzzlers for either system. 

Pokémon Pinball seemed more of a branding stretch, but 
the use of a Pokéball and tables made up of burrows and 
caves in which Pokémon were hiding, provided the coherence 
that shifted the garne away from being a shallow cash-in. 


АО 
, i 





Jee ee m mena, ИЕРГЕ 
риа چ چ چچ = — چ چو‎ pim چ‎ Tu: چ و‎ Ri RR GR PR NR 





Baton pass 
In the Pokémon games, Ash's rival is Gary. 
Older and more advanced, Gary is always 
just ahead of Ash, who follows doggedly 
determined to one day catch and best his 
hides a twist. In the original Japanese, Ash 
is named Satoshi after the series" creator, 
Satoshi Tajiri. For his rivals nama he chose 
Shigeru, appropriate for a man whose first 
venture was а fanzine ("Game Freak’) which 
published tips for Miyarnote-san titles such 
as Donkey Kong. The message Tajn-san 
conveys by having his alter ego follow in 
the footsteps of Shigeru is clear. 

For many, Miyamoto-san's work 
represents Nintendo at its best: 
imaginative, inventive, pursuing excellence 
at any cost. Pokemon, cn the other hand, 
is seen as the vanguard of the Evil 
Nintendo — exploitative, cynical and 
greedy. But whatever the ethics of the 
Pokémon boom, it is unjust to belittie 
Tajri-san's achievement of making games 
worthy of rival, and his ambition to 
one day outshine him. => 
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"For many, Miyamoto-san's work 
represents Nintendo at its best: 
imaginative, inventive. Pokémon, 
on the other hand, is seen as the 
vanguard of the Evil Nintendo — 
exploitative, cynical and greedy" 





Although Ash's world has hardly changed, each generation has brought a little more colour and clarity to his environments 
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Gamer's republic 
Why revolution will just have to wait 


he big news this month; Republic: The Revolution is 
| delayed. To regular readers that’s hardly a revelation, 
Demis Hassabis once wrote a column In Edge ~ you may 
remember it = called "The trials of a startup developer’, 
Part one appeared in E83, which curiously enough is the 
issue featured in this month's Reset (see p112). 

Now, we're all aware that Hepublic's release date has 
been more slippery than a buttered eel, зо we're not about 
to deliver any more cheap shots — five years! — that would 
be unfair. But seriously, Hassabis deserves some credit. 
This is someone who built his own company from the 
ground up because he wanted to create fresh game 
concepts, not soul-sapping expansion packs for Bullfrog, 
And it's not like he was that loaded. Elixir was founded on 
the back of his reputation and treks up big escalators at 
Canary Wharf. Hopefully Repubic will make Elixir some 
money, although Edge suspects Hassabis has less control 
over his company than he did all those years ago... 

Republic ‘review’ code did come in, and approximately 
two weeks before the magazine s deadline. Plenty of time 
to explore the intricacies of tha game. Unfortunately, the 
Teview' code was incompleta. It lacked а manual, а 
tutorial and the opening number-crunching sequence of 
the game was buggy. These aspects, we were assured, 
would be fixed before the game went gold in a few days 
time. We couldn't take the ask, It's important that we 
review the same game that you find inside your box. In ан 
likelihood, Edge will бе playing а retail version. of the game 
in time for next month's issue 

If you'll forgive the crunching Les Dennis-style link; 
Edge was also looking forward to BioWare's Star Wars: 
Knights of the Old Republic. Sadly, it arrived a few days 
too late. Unlike Elixirs game, it was the finished article, but 
frankly, we wanted to play it for days and days ~ for 
professional reasons you understand, not just because it's 
shaping up ta be the release of the summier 

The licence may give it more clout at retail than Elixir's 
title, but in its own way KofOR is just as expenmental, 
bringing Baldur's Gate-esque combat and party 
mechanics to the console market. It will certainly be 
interesting to see which comes out an top. Expect 
both games in a bumper Testscreen section in E128. 
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Viewtiful Joe (СН 


Advance Wars. 2; Black Hola 
Rising (GBA) 
2034 


Dino Grisin 3 (Xbox 
pooG 


Matal Slug 3 (PS2) 
p087 


Pokemon Ruby/Sapphire 
(GGA) 
p029 


Ка 21 Let's Go to Нама (PS7) 
p100 


Suikoden Ш (PS?) 
piti 


The Graal Escape 
Mbox, PS4 PO) 
р102 


MegaMan Network 
p103 


Jet Grind Radio (GBA) 
p103 


р104 


Arc the Lad: Twilight of the 
Spirits (PS2) 
pind 


Kirby Air Flide (GC) 
p105 


Initial D Special Stage (Pi 
p108 
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Formar GameCube Publisher Capcom Developer: In-house (Team Viewtiful) Price М6,800 (£36) А se Out now (Japan), November (UK) 
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Dodging incoming attacks unbalances enemies, 
who can then be used as projectiles while time 
is slowed, to take out several other targets 
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Using Joe's Viewtiful powers drains his VFX 
meter; if it runs out completely, he turns back 
into ordinary Joe, which you don't want to 
happen in the middle of boss encounters 
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at artistic creation 
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Edge 's games room is no stranger to profanity, " a ИТҮ"! 
but it witnessed new levels of swearing between ' "т НИ. wii, 
Joe receiving powers trom his mentor, Captain 


Blue, and the game's dramatic conclusion 
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“While Advance Wars 2 is still a superb 


Advance Wars 2: Black Hole Rising 


Format Game Boy Advance Publisher Nintendo — Devaloper! Intelligent Systems 


dvance Wars is the best game available 

for the Game Boy Advance, the closest 
tha format has to perfection. In terms of craft. 
in terms of entertainment, in terms of playing 
to the strengths of the platform, in terms of 
value for money, it is реейезз, The only place 
where it falls down is accessibility, and not 
Inrough design; through cliché, that some 
people will be put off by the idea of tum- 
based combat and the word "Wars" in the 
title, Those people who push through that 
mental block more often than not find 
themselves enthralled. 


game, it’s only close to perfect for those 
who've never experienced perfection before" 


-= 


But this wasn't some one-shot epiphany 
from Nintendo. Advance Wars was the 
product of a videogame lineage that goes 
back to 1990 and the Japan-oniy Famicom 
Wars, which was superseded in “ЭТ by Super 
Famicom Wars. This is a game that has been 
honed over time, tweaked and twisted into 
Nintendo's own type of chess. Like chess, if 
has a limited set of pieces, relatively simple 
rules, and almost infinite possibilines. Like ай 
the best Nintendo games, it is presented with 
warmth and humour. 

So, given that Advance Wars is the best 
gare for the Game Boy Advance, and has 
already been tweaked into something 
approaching genre flawlessness, what is 
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The characters have been redrawn; now Max, Sami, 


Andy et al are tougher and more angular. Does it 


affect the way the game plays? Well, no. Obviously 


there left for Advance Wars 2 to do? Tweak а 
little more, perhaps; introduce a few 
diversions, new toys, but avoid touching 
anything that would introduce a major 
change to form or function. It is common 
sense to imit yourself to tinkering with the 
décor when the structure's so very, very solid. 
And it's called Intelligent Systems, after 
all. Advance Wars 2 isn't really Advance Wars 
2, it's Advance Wars 1.5, with new maps, а 


Battie Cube 
Big Daddy 
Grid Hesauit 
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Price: $30 (£19) Peliase: Out now (US), October (UK) 
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handful of new physical features on the 
landscape and a new, less-complex Story 
mode. One of Advance Wars most 
interesting aspects was that, jus! às you 
couldn't see all the levels on one run through 
the game, so the story wouldn't fully reveal 
itself until all (hidden) paths had bean 
explored. The sequel is much more 
straightforward and verbose, giving away 
the majority of its secrets on the first run 
through. On the other hand, it's longer 
than the original, and contains a wider 
variety of missions. They tweak, they give, 
and they take away. 

Of the changes to gameplay, the most 
significant is the introduction of new level 
furniture and goals. Maps can now be 
tattooed with giant pipes which provide an 
unwieldy and unrealistic means of fencing the 
player in; they cannot be passed over 
through land, sea or air. Destroying a weak 
point in these pipes may be the level's goal, 
or it may just be a way of creating a path 
through to another objective — captunng the 
enemy's basa, for example. immovable 
cannons with wide beams of fire appear in 
some levels, and eliminating them may be 
the objective, or it may simply be necessary 
as part of some wider manoeuvre. Missile 
silos are also new; these provide a one-shot 


attack on any point of the map, similar to 
Sturm's Meteor CO power from the original. 


Advance Wars’ control system is as elegant as ever. Pressing and holding B over a character shows their 
radius of attack, allowing crafty players ta keep just out of range, or bait enemies with less powerful units 
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You can now move freely around the map. А neat 


touch, but the strategy implications are non-existent 


The introduction of one new unit doesn't 
change the combat mechanic or balance at 
all. In fact, the Neotank — a stronger version 
of the Medium Tank, with a greater 
movement range, similar to the Heavy Tank 
from Super Famicom Wars — only really 
comes into play on the later levels, and 
ntegrating it into tactics learned from the 
anginal is hardly a giant leap of logic. Each 
Bland now has three COs, rather than 
Advance VWars' two, which means а handful 
of new characters. Their introduction is 
interesting rather than world shattering, as 15 
the fact that each of the COs now has two 
levels of CO power, the special moves they 
can execute when they've been damaged. Ай 
neat tweaks. Al good 

Advance Wars debilitating curse, though, 
is quite unavoidable given the game's nature 
Its that those who are most passionate 
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aboul it, those who wanted it most, those 
who've played the first one until they're 
seeing attack ranges when they shut their 
eyes, they will find most of this obscenaly 
easy. The tactics at the core of Nintendo's 
chess haven't changed one bit, and perfect 
S-ranks fal on Edge constantly until the final 
few missions. Is that the game's fault? No. 

The original was perfectiy balanced, but 
to balance а tweaked sequel Intelligent 
Systems has had to find a difficulty curve 
which pleases both those who have never 
played before, and those who have played 
solidly for the last 12 months. That's 
impossible, and that's why, while Advance 
Wars 2 i5 still a superb game, it's only close т 1 | 
to perfect for those who've never VOR s WS 
experienced perfection before. 
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Animations still provide the graphical signature for battles. While every player will want to see their 
Neotanks in action at least once, they're not critical and it's likely you'll turn them off within an hour 


Edge rating: Eight : 
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Dino Crisis 3 


Format Xbox Publisher Capcom Developer In-house (Production Studio 4) Price W6,800 (£36) Polonca Out now (Japan), October 31 (UK) 
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Dino Crisis 3 is attractive in places. but don't be 
fooled ~ the largely inactive, ‘untouchable’ 
surroundings and work-experience level design 
crealeé а sterile, tiresome atmosphere 
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Graphically Dino Crisis 3 is expecting to 
impress. but it's a one-trick pary. The 
myriad metallic surfaces are intensely 
reflective, but large flat areas reveal an 
unsophisticated nature — reflections appear 
50 large they interfere with the view 
Contextually they confuse, too: why don't 
the dinosaurs leave marks? Why is 
everything so tidy? Has somebody spent The thrusters provide a welcome boosted jump and rapid movement on a par with the dinosaurs 
300 years polishing it? that you're fighting. However, the inept camara negates any serious attempt to exploit it 


O96 





гич ү! in E12C 





r! Exi iex Lem geh. ime gx 


lêvel to this — dinosaurs in stupid spaceships 
ае а catastrophe. This nonsensical seguel in 
Capcom's mediocre survival horror spin-off 
fails in practically every sense, from fine detall 
Io basic tenets. 

Despite an attractive set-up taking in 
everything from ‘2001 (desolate snip in 
Jovian orbit) and ‘Allens (whining Hicks 


to ‘Event Honzon (Ihe Ozymandias 


character) 
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steps. Gontrol panels te in places 


unreacnane бу all but (пе player character, 
Don't believe the badly scnpted story - the 
original occupants probably fell down a hole. 
Worse, the design doesn'! work as a game. 
This is рату due to the control, which 
mares the familiarly stitted Aesident Evil run 
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оа limited flight ability Thrusters allow а 


Doaosted jump = свалу Пе reason for 50 
папу pointless steps – and a dodge function 
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their greatest ally: the camera 


The survival horror staple of ‘dramatic 
view angles has long been contentious, buf 
here it reaches new lows by almost never 
showing what the player needs, while at the 


Hegular POV changes also confuse, wreaking 


havoc on the context-sensitive directiona 
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Consequently, fights can be disorientating 
affairs and the uniform locales do litte to stop 
players backtracking unwittingly. Nor does the 
map, which bears little usable information 
Opposition that respawns each time the 
player re-enters a room ensures Maximum 
annoyance to the disonentated, and 
reappearmnad barriers — patn УПО, they giow 
red if they're breakable ~ are just a nonsense 


The alow seems even more trite when few 


terme bevond rne inpevitaDie swrtches and 
Ее Е eae e у А А теңи 
тое DETTuDBIS anm migracive, а SEMENY 
the absurdly clean and unmarked interiors 


On reinforce. Dinosaurs in stupid 


spaceships, then. A catastrophe. 


‚ ratina Three out of ter 


Metal Slug 3 


Fomai PlayStation2 Publisher SNK Playmore — Developer: In-house Price: W6,800 (E36) Release: Out now (Japan), ТВС (UK) 


A waste of money to those who don’ 
understand, a hypnotic vein-thnil tor 
those who ve ever been entranced бу an 
SNe ЕШ И AST ПИПС TW MN B & 

credis roing up on the dispray, that grairying 
nose when an extra ite is awarded. Arguabty 


s more pleasurable when you 
have something to lose, credits at stake. But 


ts face it, no one's going to complain about 





a lol 9 awaited port to a home console 


Бо what's the big deal? A traditional 2D 


zje-scnrmilling по em uo it may be on ine 

i ' a d a ho ге РЕ. П * 
Се. DIU t WL HIESA Is E Deon 
ск] я | Borer. Tea 
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demise. Even expressed in terns of 
mechanics, it is better than other genre 
favourites. Note the ability to commandest 
sehicles, the alternate routes, the weapon 


sets and the bonus prisoner moti. All expertly 


honed over years of the series 


i zi us is 
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simple pulp sci-fi plot pulls you along 
admirably. The Nazi-like Modern Army 
corrupt, but when it becomes clear that an 
alien race is threatening Earth then joining 


rces with the axis of evil seems like the best 


MEL a Lake Suse nisi a 

option. rrom side-scrolli ng desert мгалаге to 
Erxl сыл ue ая УР € = 
rr =. тҮ F ‘ory n i. а все we : i ч 

gertical-scroling space combal Meta! Sug 3 

T сана y TI ww Ld Acl 

= satishhneoly destructive. But what grabs 


you, wnat n 165 you and inspires countless 
replay is the game's character 
Soldiers scream If burned, then transfonm 


into comic-book piles of ashes: allen robots 
gently manoeuvre themselves torwards and 
backwards by pushing 


on joysticks: zombies 


screen. [he detail 5 exceptional, the 

^ T ore em į " 
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countless times just to discover those almost 


imperceptible nuances underneath the frenzy. 
As with all SNK (now under the auspices 


of Playmore) games, Meta! Slug 3 ts 


& et LA + s 
TI кышу тош Wiens Кз DOT 
tere vo. nite continues, the challenge 
comes TOM TOW д your way thnougn т 


game using as few lives as possible. A crucial 
encd-al- game report ists exactly how many 
prisoners you saved and continues you used 


iuning the adventure. 


Weak-willec] gamers may not understand 


АА Ch ue 3 гус И сг Ы 
Veta! ug 3. dienard Tans wil continue gaong 
4 i I i "acm Hha сїн“ amni 
ГЕК К ИХ пе TAS Ine СТЕКЛЕ Bui UH 
Е . =$ È mbes n a И 
cR Le. Jus ПГУ ЕЛҮ) TE WT RO 
annnincg from ear to ear 
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Edae rating Eight ten 
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The journey to the lair of the mother brain is epic and the interim space battles are conducted vertically 
(left). Get cursed by a zombie and you turn undead, which gives you a very peculiar special attack (right) 





Suicide bombers in Arabian attire? Metal Slug 3 
may not be culturally sensitive, but it's great fun 


h + MAE ht 
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А fat bonus 


Complete Arcade mode and you are 
treated to two excellent bonus missions 
On Fat Island (top) you must eat more food 
than your competitor. This is complicated 
by the fact that bonus weapons can freeze 
your opponent and each food type has a 
different weight poundage. In the UFO 
game (above) you take on the role of à 
foot-soldier from the Modern Army — either 


Normal, Bazooka or Shield. Wit just опе 
lites, cdeteating tme alien onsiaugnt Is 


manding but other CPLU-controalled 
compatriots help по the cause. AS 
u'd expect, It is wonderfully addictive. 


Pokémon Ruby/Sapphire 


Fornat: Game Boy Advance — Publisher Nintendo Developer: Game Freak Price £30 Belesse- Out now 


















т gn Pokemon series is Nintendo either at iiio i JF umm enint 

its laziest or at its most confident - i Val beret nd a CRIME = 

‘change’ seeming to be Game Freak's "nmm "TE “ГҮҮ ҮГҮТ 
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greatest taboo. Instead, each new generation 
inhents all the elements of its predecessor, 
and develops its own elaborations which in 
tum will be passed down. Appropriate, of 
course, for а game so much about eugenics 

So in Huby/Sapphire not one scrap of the 
underlying game has been tweaked or 
jettisoned. Collecting, battling, evolving and 
exploring are as elegant and compulsive as 
they ve always been. Some of the enomous SM eli 

м battery of Pokémon show the strain of = ЖЕ | | 
creative exhaustion, but nothing has dulled | | Pu | Ih 
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| Ina reporter. Га working on a story 
on РОКЕМОМ CONTESTS, w 
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the acquisitive hunger brought on by the 





appearance of a new or rare creature 
Some of tha additions are fixes 


which satisfactorlly gloss over the flaws of at tok a al fal lak ыыы ышы м ыы зы a ШИШ 
the older games. The dullness of trekking НА n | м ||| | И 


backwards and forwards is combated 
with the introduction of stunt and speed " 
bikes, and replenishable berries and magic [ "e rd у Б ^ ИА pas - E — thuiit S ШЕШЕ 
flutes minimise the expense and tedium of T | | © 
being stuck with a team of poisoned or 
paralysed Fokes. 

But from these foundations rises a whole 
new palace of possibilities. The classic battle 
mechanic is now partnered by a Contest 
mode, а kind of Pokemon Crufts. Every 
offensive move now also has a Contest Secret bases (top) can be decorated with 
rating, and the beauty battles are as sena : : items won or purchased. Many are interactive, 
complex as the real-world scraps. To up your such as fully working slides and mats that 

sparkle or play tunes when stepped on 
chances, bernes can be collected and 
blended into stat-boosting Pokéblocks, by 
means of a dizzying minigame which can also 
be played via link-up. Link-up mode also 
enables the new two-on-two battles 
Although well thought out, these only present 
a real tactical shift tor those prepared to 
scheme very, very hard indeed. 

And there lies the rub. Ruby/Sapphire is ГР | | MM, Y 
probably the most intricate and detailed n M P | LM ini 

console RPG available. Contest mode, which | i duin 
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seems initially like a cute little bonus, is in fact 
a chasm of complexity. Staring into it will 
make many players моогу. But Pokémon is 
Dull on a lie. You haven't ‘gotta catch em 
all’. Very few people do, relying instead on a : nae 
SWAT team of their favourite six. You can === : ПЕ тү = y — 
freely ignore the talent contest and the P Maas А. | 
berry-blending, the secret bases, breeding 


— ma 


Fifteen minutes 


1! 


Roving television reporters hassle you for 
interviews after battles and contests. 
T You compose your answers to their 
a questions word by word by means of an 
extensive and baffling dictionary, It's 

worth putting a little consideration into any 





Mixing berries produces coloured Pokeblocks - 
red for coolness, blue for beauty (left). These bear 


programs, bike races and safaris. ios to do an uncanny resemblance to Pez, putting the quotes you give, however, as interviews 


another Game Boy. Then, as you travel 
from town to town, you will pick up reports 
of your Pokéfnend's exploits, and even 
receive tips on their favourite moves and 
Pokémon combinations 


and imaginative evolution of an 
endunng Cassic. 


Edge rating: Eight It of ten 


Ka 2: Lets Go to Hawalli 


Formar PlayStation? — Publisher SCEI — Developer: Zoom Price W6,800 (E36) FAeiease Out now (Japan), ТВС (UK) 





Ln 





ii ji mmm 


= 


Ka 2's blood-sucking protagonist can now 
feast on any part of his hosts' bodies. Some 
direction is provided, but a strong grasp of 
Japanese will be required to understand it 





Race relations 


Just as those who don't speak Japanese 
will have difficulty understanding Ka 2, The 
Yamedas and the Browns have soma 
difficulty relating to each other. Thankfully, 
westerners will be able to understand all of 
the Browns FMV intro sequences, which are 
sie in Japanese, ang provide а wry = 
and reyealing — look at how the Japanese 
caricature Americans for comedy purposes. 
Which, for the record, appears to be as a 
patronising, arrogant fools. Interesting 


j tiii 9-6-6 


TE 








Additional points are on offer for the more 
adventurous mosquito. However, foolhardiness is 
likely to be punished by а crushing swat and will 
require the use of a resurrection coin 
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S weet love," whispers the American 
woman over some excellent lourlge 


as tne Ka 2 Intro music starts to гой, 


"Lets suck togelher. Vell, qute. Ка was that 


fantasy love affair that sounded fantastic in 
your head. When it actually happened it was 


SUC Try Г mo cal 
thrills of being а mosquito — exploration, 


id disappointing. The many 


Voyeurism, stealth, humour, arcade biting, а 
new gaming experiance, whatever — ail faded 
fast, next to the limited отпа possibilities, and 
ay-the-numbers token collection 

The sequel takes the Yameca family 

Hawai, to stay with a confused Amencan 
triplicate, the Browns. The Browns also have 
something of a history with mosquitos, which 
they've attempted to solve by fumigating their 
home. Unfortunately for them and their 

houseguests, thelr attempt at anninilation паз 
the 


not been total, which gives the player 


chance to taunt both families some more 


And thal i paruni to annoy has Deen 
vasiy ра рага Ine hero moeasqumo can new 


bite opponents anmywnere on their body, In 


order to progress, special spots must be 


targeted - lor example, to relieve Mr 
Yamada's toothache, а delicate bite might be 
placed on his rmi XA and some token amount 
of blood extracted. Collectable to«ens appeal 
more useful, most sgnécanthy the resurreclior 
Б AUC gives Karrec resuscitation to 
Donuses are on 


, held on until 
the moment right before the snap. 


downed mosquito. Points 
offer tor particularly daring bites 
The trade-off for the vanety is a matching 


leap in complexity. Control is still fine; while 


your Mosquito feels clumsy at first, И can De 


raned up with Ihe пар or some ot tna 
collectable tokens. But since the aame now 


amecis you to Key parts on your target 8 оосу 


those without strong Japanese language 
Knowledge will suffer without instruction, and 
find progression à case of trial and error 

Still, it's something beyond the game 
mechanic that really appeals here. Ka 2 is 
a playful thing, evident in its premise but 
also in its execution, technically scrappy but 
jvingly constructed. The treatment is 
reasonably adult in tone (see Race relations) 
and that gives some guide as to how the 
player must regard the game. Those 
approaching it like children — to race 


inrougn ште expenenos in Ouer tO break Й = 


Wil tind it only peripheral entertainment, bul 
SUNT ONG yoursel 1 ine Wie 


meinung Of a DUzz 


Edae rating seven out of te 


ouikoden Ill 


Format: PlayStation2 Publisher: Konami Developer: In-house Price: See text Release: Out now (US) 





dge has wanted to review Suikoden m 

for some time but it is only now, with 
confirmation that Konami definitely won't be 
bringing the game to Europe, that we've 
decided to pay the exorbitant eBay pnces for 
а US copy of the game. The Suikoden series 
has one of the most loyal fanbases of any 
RPG dynasty but the relatively small number 
of followers has ensured only a limited US 
print run of this latest iteration, resulting in its 
swift collectability. 

The series has always emphasised plot 
over aesthetics, with the first two games оп 
PSone featuring functional visuals but 
compelling gameplay. This third game sets 
the story 15 years after the second and so 
loses some of the key protagonists, whom 
senes-lovers will miss, The main innovation 
here is the trinity sight system, an idea less 
gimmicky than its name suggests. At the start 
of the game the player chooses to view the 
action from one of three main characters, all 
of which work for different factions in the 
Grassland war. 

The game is split into chapters and at 
the close of each you have the option to 
continue the next with your current 
protagonist, or to go back and play throuah 
as one of the other two. This leads to some 
'Rashómon'-esque seauences where you 
view the same events through thoroughly 
different ayes and it's an interesting feature 
even it it is underplayed. 

The battle system is easily the weakest 
portion of the game, despite the hardcore 
micromanagement options for your 
characters. You choose a team of six out of a 
possible 108 characters (see Stars in your 
eyes), divided into three teams of two. Fights 
take the traditional turn-based format but 
orders are issued to each pair rather than 
individuals at the start of a round, 

There is a massive loss of control here, 
not least because the characters move 
around the 3D fight scene as they please. 
Frequently they wander into each other's spell 
blast radius causing frustration. Combat 
gameplay is a real step backwards for the 
senes and feels like a failed attempt at 
innovation for innovation's sake. 

Although Suikoden Il is better than the 
average Japanese RPG, it's clear that with 
the move to 3D Konami has tried to freshen 
the formula. But by watering down the 
series’ bastion gameplay elements it А 


may have alienated all but the fanatics. x 


rage rating: Six out of ten 
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Konami has succeeded in creating a rich gameworld replete with its own history, deep politics and cultural 
expression. However, its attempt to improve the combat gameplay may disappoint the series’ diehard fans 
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"Beautiful.... Ahh.... 
What a beautiful world." 


Should you successfully manage to collect all of 
Suikoden Iis 108 characters, you will be 
rewarded with two additional paints of view 


Stars in your eyes 


One oft of the most endearing features of the 
series has been the inclusion of the stars, 
108 playable characters scattered 
throughout the game that the player can 
find, recruit and then use in their party. They 
onginate from a Chinese myth that gives 
Suikoden its name, concerning 36 heavenly 
heroes and 72 earthly heroes regarded as 
outlaws by their governments but heroes by 
the people. Once recruited these characters 
stay in your own castle hub where they can 
be visited and joined in minigames. 
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Developer Pivotal Games Price £40 — Roisase: August 29 
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The compass gives а fair indication of the 
whereabouts of your enemies and captors, 
though looking around corners or over objects 
using the D-pad is more profitable. Once 

one guard spots you, the rest of the camp is 
instantly 'alert', which breaks any spell of 
believability if there's no one else in the vicinity 


LI ТЕ ta 


The most obvious use of tha licence can be seen, ог rather heard, during the Virgil Hilts episodes. The 
voice of Steve McQueen has been taken from the 1963 film and tragically shoehorned into cut-scenes 


= veryone has a favourite moment. Danny's 
E sudden onset of claustrophobia, Hilts’ 
majestic motorbike leap, Ashley-Pitt's dirt- 
down-the-trouser-leg ruse, and Edge's 
choice: m ic Coins attempt to DICK UD a 
[ип without рег into а Neal the fioc 
Rich material for a videogame; but you won't 


find much to inspire your POW fantasies here 
There was a time when gamers were 


encouraged to think for themselves. Indeed, 


tha nnmnal The Crear Escape ITS put ne 
player in. a POW! camp and asked | 
jbserve the rules and daily routines of prison 
ife. It was up to vou to coverth explore the 


camp, find the means of escape and hatch а 


kil 


cunning escape plan (several avenues were 


күне! = 2348 a T Is pie TT. че m 
possible). Uniortunately, Pivotal has pitched 
te game t the west Common СЕ ПЕЛИ 
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Get the wire cutters from hut 112 (“new 
objective added"); speak to Ashley-Pitt (“new 
C biective ve added"); find the wrench to switch 


dE dd mdi = T eer жа ыйын а 
f the generator “пем objective added"). You 
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aisicinted, eonstrained ree 
In its favour, (he Great Escape is 


surpnsinaly мапед. The player slips into the 
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undercover operative and Virgil Hilts, the 
tenacious American. Theres lots of spotlight 


dod of course, but The Great Escape 
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а slight frisson of excitement when a mission 
is completed and the music starts up 
The game works adequately when stealth 


5 called on but breaks down during the 


dire THE г" de * xm ү". à ыг 4 غ‎ 

ү 1 в r =. + 

-- P = A 

Ai LEER PV. PER [TES Из c ; L 
T. i 

Y EE : ian БАН n SUTE 

м LAR АЛ М 1 | ы Кз Pe си RU т 


the Al state of enemies is either on or ой 


dumb or panic stricken. А clumsy mélée 
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attack is possible (presumably to prevent the 


alarm being raised), bul once a guard nas 
a oe fee neat of thin ST ierta 
gorse Ti i 
wah os ыы 
пе Great Escape (5 saved by а few goor 


set-pieces and the licence, but It's hard not tc 
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ыу eT jus кт Tnm ce Imc 

СТЕБ КА ] avVvery Lr = | 


MegaMan Network Transmission 


Format! GameCube Publisher Capcom Developer In-house/Arika Price £40  Ааваза: Qut now 


eagaMan Network Transmission is something of a 

departure, sure; but it's nothing new, It is a hybrid 
of the original Famicom games, pure-bred platform 
shooters, and the newer EXE franchise, strategy titles 
that take a tum-based approach to combat, Here the 
action is free flowing, but MegaMan has to select a 


series of ‘chips’ at the start of each level, each of which 


represents a different mode of fire for his cannon, The 
default weapon is almost useless, so careful selection Is 


vital, And. since these spacial attacks are ipis 
finite, economic use of them is important, too. 

That can prove a problem when things m hectic, 
since MedgaMarn s appeal comes from racing through 
levels, eliminating enemies with instinctive fire and 
consummate, kinetic professionalism, Here it's pensive і 05 5 Ой 05 
and often frustrating, exacerbated by lithe things, such HH Mi Lu | e B | | 1 
as (the traditional, but dated) lack of a static duck à ттин 
move, And MegaMar's structure is as ngid as his body, 
leading you through stow, linear mazes, collecting new 
powenups and hgnting cruel, brutal bosses. Its not an 
nspiring quest, falling awkwardty between action and 
Strategy, and it's uniikely to satisfy anyone other 
than rabidly obsessive fans of ihe character. 


Edge rating Four out of ten 


Jet Grind Radio 


Format: Game Boy Advance — Publisher: THQ — Developer: Vicarious Visions — Price S20 (E13) Release: Out now (US), TBC (UK) 
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Controls are sensitive but frustrating. 
Skaters ping off invisible walls, and 
attempts to turn a neat 180° often produce 
enough forward momentum to carry them 
over the edge of a rooftop 
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The cel-shaded visuals look stark and 
uninteresting when freeze-framed, but 
in motion they're sometimes sumptuous 
and always appropriate. And even if you 
can't admire them, they're certainly not 
MegaMan's main problem; that lies in 
the breaking of one game with à 
dynamic drawn from another 


aithful as a bloodhound ta the Dreamcast original, 
F this GBA port is a stunning example of when 
authenticity ought to be sacrificed to цу. As an 
achievement it is remarkable. Every aspect of tha 
original game is reproduced, down to the Graffiti Soul 
locations and the dance moves of the skaters, 

The problem is that the intricate nature of the 


Jet Set Radio levels is unsuited to isometric 


presentation. Although characters appears shaded out 
when behind another object, the process is 
unpredictable. Too often you ara left staring at 
overlapping planes of grey, unable to establish which is 
vertical and which is horizontal, all while the clock ticks 
down and Captain Onishirma goose-trots ever closer. 
The circular painting motions for producing tags have 
been preserved, senselessly divorced from the fluidity ot 
an analogue stick. Even the structural flaw of the 
original = the possibility of being stuck with just one 

mission ореп = ramains 

This is not a lazy port. The graffiti design system 
has found a better home than the humble Dreamcast 
nu. and Sleep mode is a thoughtful inclusion. 
But the loyalty of the conversion Is ill-advised. 


Virtual-On Marz 


Format PlayStation? Publisher Sega Developer: Mitmaker Price: ¥6,800 (£35) Release. Out Now (Japan), November (UK) 
he PS2 ought to be the first current home 
T system to offer an accurate 0 ansiatioh ot this 

ered arcade tighter Fully controlable thr EJ и 
twin analogue sticks and shoulder buttons alone, 
mastering the distinctive square dance of Virtual-Or 
combat is one of gaming's great challenges. The 
DualShock sticks, however, are not up to the job: 
woolly and slippery, it's all too easy to miss a crucia 
sidestep, Other control configurations are perfectly 
viable, however, and defeats are as often caused 
by а leaden brain as by fudgey fingers. 

The design of the mechs is exuberant and 
stylish but the rest of the game is а severe visual 





disappointment. Arenas аге sparse and bland, and 
loading times on the select screens further conspir 
to dampen your enthusiasm. 


A mission structure attempts to force some 





The balance between ranged attacks and variety onto the classic mechanic, but It Tails to 
close combat manoeuvring is delicate, 
requiring players to choose between the 
relative safety distance offers, and the 


destructive potential of in-fighting 


mask its repetitive nature. Мог should it you come 
to Virtual-On to beat up big robots through а mix o 
opportune tactics and instinctive Drawn, and 
throughout Marz the precise and articulated 
combat remains as demanding as ever, 








Edge | anna Seven |I CH te: 


Arc the Lad: Twilight of the Spirits 


Format: PlayStation2 Publisher: SCEA — Developer БСЕ Pree: $50 (£31) — Reease: Out now (US), ТВС (UK) 


dge ls glad it doesn't live in Japan. Finding new 
E angles іо critique generic eastem НР@в is hard 
enough with the small percentage of games that make 
а western translation let alone tne flood of titles that 


Jominate Japanese monthly charts. if this appears 


negative, it's simply because the game does little ti 
= "= 
Wier an uma hia Са ыз nien of oo 
CES DNQUISN and pevala ise over the plethora of P2 
HFG have hit westem shores recent 


Edge u 3ually avoids lazy comparisons but it seems 


approprnate nere: tha battle system m a simplified 
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version of that in Capcom 's latest Breath of Fire; the 
dialodquae, a mixture of spoken and written word, sub- 
Xenosaga but super-Suikoden ! and the soundtrack is 
a confusing pastiche of RPG clichés from sweeping 
orchestral manoeuvres to pom wailing guitars. 
The plot & much more refreshing focusing on the 


fate of twin brothers, separated at birth and each rais 





y a different warning race. The device allows for the 


Arc the Lad has benefited from a swift 
localisation: it was only released in Japar 
three months ago. However, the mixture 
of written dialogue and asinine speech 
soon grates and feels incoherent 


exploration of unusual themes for an RPG) ol racisn 
and loyalty. There's nothing to stop a dedicated RPG 
fan from having а thoroughly good time but the Arc the 
Lad games have always nad a dervative hantage 


and ths i$ competent but засу no different 





irby Air Ride 


Format GameCube Pubisher Nintendo —Deveoper HAL Laboratory Price: W8,800 (E36) Нашала Out now (Japan), Q1 2004 (UK) Previously in E122, E125 


K roy Zr Hide 5 broadly divided Into Three parts: a "er | | £ Tu ы" i i ; i 
| thirnnperson track racing game: an overhead party | "TT Mim.: TAr: тт y j | 
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racing game; and а city challenge mode in which 


collected povwer-ups unock vanous minigames 7 / АШ! 
do^ صد‎ + П - == й Г = 

FACES j а 3r US Bt =t TT aar 

i rai nO f up oDsiaces Land, d түр АЛГ 

tas to acquire ther powers), t0 activa Decal 


powers, and to charge ио bursts of speed 


Unfortunately, none of this is very entertaining at all. 
I's nat that the game lacks complexity; tne 


apparent simplicity of The control mechanism do 


Ф 


mask certain nuances 


Е handling. and there's plenty tc 


ь a 

POC. Mi Га TORS nesse and Sum гаї 
spark of entertainment; more offen thar Success (Е 
3 consequence of luck rather than judgement 


In the main racing game, for example, 5 far too 


easy to simply buffet off (invisible) walls and burg 


round corners and yel still beat CPU opponents, while 


Though there's plenty to unlock in Air Ride, 


the sub-Fusion Frenzy party game consists of various there's very little actual entertainment on 


offer, in spite of the inclusion of a manic 
party game and various multiplayer modes. 


tracks designed to maximise the randomness. The 


вези 15 Thal the game offers Some of the most sende Indeed the Edge games room has probably 
nconsegJ a., and ultimately, ОПП ж never seen such а sullen or bored 
desti в To be found on the GameCube atmosphere during multiplayer sessions 


| в ë н h 
nitial D Special Stage 
Format PlayStation2 Publisher Sega Печора Sega Rosso Price №6,800 (£36) Заза Out now (Japan). ТВС (UK) 


icensed on the popular manga and anime series 
m initia! D tells the tale of high school driving 


| | phenomenon Takumi Риймиага and nis (and his 
ила! = | , А 
: FT: а 7 о {фа ген 4 antourage's) tarmac adventures. It's a well presented 
Cn dn = | aliar. with text-heavy sections denotng the plot. an 
Eu Hide] Е) Hort earthy inct 


n ب‎ = 1 Р P d ? чыр 
Басу OST on non-Japanesg SDOSAOrsS. 


Cn the road there Er T a Iremencdodus deal of 
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subtüety (0 be found. The handling model is acces 
grounded in established arcade heritage, but by current 
standards feels disappontingly basic. Too often its 


possible to negotiate the (excellently designed) twisty 
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imately it comes down to this simple fact 
nite D is simply not ckstinguished enough on its OWI 
merits to convincingly stand out from tne swarming 
The usual modes are offered, with Story үү | ` ` REPLAY racing scene, Granted, it holds a certain charm and 
following Takumi's automotive exploits and s 
featuring other characters from the series 
The familiar range of Japanese machinery is 
available with limited tune-up options 
opening up as you progress through the 
game. Sadly, there's no twoplayer option 


Ihare's definite enjoyment to ba had but then that 
вазу applies to most racing games these days. The 
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nain appeal here is clearly the licence meaning tha 


nly those fam&ar with the series will get the 
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most out of the game 
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3ahamut Lagoon 


Edge takes a fresh look at a seminal game classic from yesteryear 


ne of Squaresoft's last games for the 
Super Famicom, Bahamut Lagoon 
takes the strategy template о the 
Shining Force and Front Mission series 
and places it in a fantastical sky world 
filled wit legends and dragons. 
„ва mut amalgamates Squaresoft's 
jost successful innovations as we see 
„the silent protagonist (а la Chrono 
Trigger) supported by a huge cast of 
controllable allies (a la FFV/). The plot 
looks like a straightforward rescue-the- 
princess affair but thankfully Squaresoft 
steers away from cliché, fleshing out its 
characters with witty precision and clever 
scenarios. The developer looks to have 
mastered the art of 2D graphical 
characterisation and, as the дате boasts 
some of the best graphics the system 
has seen, has achieved some wondrous | 
e each oth е lo this ch | moments of expression with the sprites. iy А. T | 
They wit о tid s 0н e te " ien reset The team-based approach to the i m 4 
dioe imu storyline complements the strategic fons 
gameplay wonderfully. Battles are fought 
in areas divided into grids on which you 
command six teams each made up of 
four characters of your own choosing. 
Each team also has a dragon that can be 
ordered to attack or defend. 
Tactically the game is deeper than 
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Dragons transform as they reach 


certain levels, The degree of satisfaction any strategy RPG yet seen and players 
when a dragon you have carefully bred must carefully pick terrain conditions and | in Бр 11 З 
and nurtured wipes out an enemy near or far combat choices. After each CUM, MY ype mr ze е 


она team takes a turn their dragon behaves 


as he sees fit within the offence/defence 
quidelines set for it. The set-piece battles 
are a refreshing antidote to the random 
skirmishes that have become genre 
standard before now. The player is not 
only responsible for team composition 
but also for the development of their 
dragons, which can be fed every item in 
the game, from characters' armour to 
porn mags. Every item bolsters particular 
stats from strength to IQ, adding a 


№ Phan yet 
| i | 
tn, | LE 1 





Dragon quest tension to one's item management as the 
ee Ti ee player decides whether to increase a 

Yes Edge played through Bahamut dragon's HP with a high potion or save it 
upon release, kanji dictionary in tow, for possible use in the ensuing battle. 
Sog mé gem web qun ИИА This is the future of RPGs; almost full 
ater deep OP tae player control over team make-up and 
(see E57). Ogre Ваше, Monster high levels of micromanagement. The 
Rancher and even Advance Wars. It is fact that the game is complemented with 
the recent fan translation that has really a rip-roaring story makes it one of the 
brought the title to the attention of RPG most compelling adventure titles 

devotees everywhere and the game since Final Fantasy VI. 

has lost none of its charm in the 

YT Edge rating: Nine out of ten‏ ا و 
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The making of... 









After losing considerable ground to coin-op racing rival Namco in the first half of the "90s, 
Sega returned with a title that would prove as consequential as 1986's OutRun, capturing 
the hearts of arcaders and guaranteeing the acceptance of a new videogaming sub-genre 
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There had been rally game before, of course, but 
Sega Rally Championship's success encouraged the 
industry's acceptance of other forms of motorsport 
other than, say, Fl as perfect videogame content 















In the arcade-racer family tree, 
Sega Rally sits right at the top of the 
3D rally lineage. Until Sega Rally 
debuted, aside from 2D arcade titles 
such as Midway's 1980 Rally-X, the 
rallying genre was largely left 
untouched. However, the release of 
Sega Rally was significant due to 
the intuitive stylised handling, 
beautiful visuals and the multiplayer 
capabilities of the machine. 

"At the time there were two 
taboos in Japan with regard to rally 
games," continues Sasaki-san. "The 


first one was the box-shaped car. 
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Nobody wanted to make games 
based on the everyday саг. All 
racing games were based around 
stylish F1 or GT vehicles. The 
second was rally itself. Again, 
people were uneasy to the idea of a 
game based on this sport." 
Featuring a slim selection of 
three licensed rally cars, the Tayota 
Celica, Lancia Delta Integrale, and 
the hidden Lancia Stratos, the 
console game went on to introduce 
some basic tuning options (you 
could change your tyres, set your 
front and rear suspension, your 
handling response, and your blow- 
off valve), additions still relatively 
rare before Gran Turismo. The 
game's designer, Tetsuya 
Mizuguchi, continues the story. "We 
had no experienca in driving those 
cars. We asked Toyota and [Lancia 
owner] Fiat for help with testing but 
they turned us away several times, 
We kept trying and after they saw 
what we had they came onboard." 
They say that the closer you get 
to innovation the harder it js to 
ascertain the quality of your 
creation. This was certainly the case 
for Sasaki-san and his team as they 
drove the virgin snow, “То be 
completely honest | was very 
worried that the game was going to 
be a failure at the arcades. |t was 
only as the game started to take 
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shape from the team's personal 
touches that | started to feel any 
confidence in its potential. At one 
key point while we were developing 
| hàd been working so hard, always 
with cars on my mind, that | got to 
the point where I just couldn't see 
the attraction anymore. I'd think, 
What the hell is so exciting about 
cars? What is so fun about driving? 
So | drove up into the mountains 
with my own car. It was such an 
enjoyable and exhilarating 
experience that | decided to 
incorporate this into the game. This 
was how the third mountain track in 
the game was conceived and 
decided оп." 

When it came to creating the 
visual look of the game the team 
was given great freedom to get 
inspired and enthusiastic about the 
project. Mizuguchi-san evan recalls 
an unusual road trip, “| remember 
we spent three weeks driving from 
the American west coast to Mexico, 
filming and grabbing all the textures 
we could. It was my first job in 
developing a game from scratch. | 
learned a lot." 

The struggles developers 
encountered with Saturn's 3D 
capabilities are well documented. 
Indeed, the finished Saturn 
conversion could only managed a 
rate of 30fps to the arcade's 6Üfps. 
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Back in 1995 Sega's Model 2 board was at the top of the graphical game, Sega Rally first 
seduced players on a visual level and then kept them coming back with exemplary gameplay 


The process of fitting such 
demanding code into the Saturn 
required detailed planning before 
the conversion began in earnest. 
"There were two main problems 
with the Saturn conversion. First it 
was impossible to completely 
recreate the arcade graphics to the 
console. Although this was possible 
to achieve for some 2D titles it was 
simply stretching the technology too 
far at the time. As we had 
comparatively so few polygons to 
play with the real challenge was to 
give the same impressions on a 
tight polygonal budget, 

“second, ма had to address the 
controller issue, Sega Rally was 
designed for play on a steering 
wheel and | was not sure we 
could recreate the sensation of 
drifting (among other things) on the 
first track using the Saturn's 
controller. But beside the obvious 
technical challenges that had 
been set the most important 
challenge to me was that the Saturn 
version kept the arcade spirit and 
made itself available to as wide an 
audience as possible." 

The home conversion of Sega 
Rally was to become a Key title for 
the Saturn, albeit too late. It shipped 
in Japan on December 28, 1995 
with the (arcade's) title Sega Rally 
Championship 1995, One has to 
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wonder if the decision to keep the 
full title two days before the New 
Year was a mistake. SoA and SoE 
certainly thought so and dropped 
the tag for the western release. 
However, this did nothing to hamper 
sales in Japan where it sold well. 
For Sasaki-san Sega Rally was a 
definitive triumph and one that 
moved his career in the videogame 
industry considerably, "I still, even 
today hear from the fans, even after 
all these years. There are two 
games in my life | can't disconnect 
from even if | want to. I'm speaking 
about Ridge Facer and Sega Rally. 
In Sega Rally Championship, | put 
all the things | was not able to do оп 
Ridge Racer, In Japan | am most 
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famous for these two titles." 

Mizuguchi-san remembers his 
favourite part of the game for a very 
different reason, "The engine sound 
of the Lancia Delta was in fact the 
sound of my car at that tima!" 

Sega Аалу is a critical title, the 
first salient example of the 3D rally 
genre. Its significance is perhaps 
understated amongst western 
console owners, due to the Satum's 
limited success. But its enduring 
place in the world's arcades is 
thoroughly deserved. 
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The Saturn conversion does an admirable job о! capturing the sublime 
handling and dynamism of the arcade game despite controller issues 








Where yesterday's gaming goes to have а lie down 


эта, 


Examining gaming history from Edge's perspective, five years ago this month 


Oh, what а terribly st пу cover, Embossed, 


varnished. Silver firth colour. And lets not torget thé 


T rok 2 ookmark whict neath opened the magazine at 
paa, the Turok 2 review 

Placing Turok 2 on р1 of this issue will probably be 
a source of consternation to some,” ran the editorial. 
Well, yes, it certainly has been. Turok 2 hasn't aged 
i 
particulary well 


Further anxiety was caused by the conservative 
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ре appraisal of Treasura's magnificent Radiant Silvergun 


Within months of the E63, Edge was in therapy 





DIO EDGE REALLY SAY THAT? 
"M0 


DID THEY REALLY SAY THAT? 
"2010? | will be here maing great games.” 


Tnp Hawira congciers his future 3DO Свое. 1057-2003. HF 


TESTECAREENS AND RATINGS 


Мое Grand Prix (N64, ВО: Buck БАТ 
МЕ St Ur Ninus: Shadow of Deiren (PS. E TO: 
Wid 9 (PS. 6710; Legion of Heroes (PS, 8/10 

Breve Center Mas ийет PS, ВГ Dani X [5 
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1, Turok 2: Seeds of Doubt 

2. Edge investigates 'Digital 
Duplicity', with the help of a 
silver fifth and an excellent 
in-house illustration 

i. “Sega's special-edition 
Godzilla Dreamcast РОД", 
looking uncannily like а УМУ 
4 Republic's design pixie 
Demis Наѕѕабіѕ 

5. Radiant Silvergun, back in 
eBay's infancy 

6. An early shot of the much- 
delayed Winback 


ites Tron yesieryeat Thus month, Owain 


Bennallack, editor of ‘Develop’, remembers running the Gauntlet 
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suffering from the trauma of à seemingly 
uncharactenstic (and thankfully momentary) lapse i 
judgement 

Enough. The weighty E53 saw a litte content 
shimmy, as Out There leaped to the backend of the 
magazine, Lost in tha move was Numedia, replaced by 
the far fnandlier Consumer Tech section, Codeshop, 
née Develop, made its rearend debut, and an extra 
thick slice of Arcade View fell al (he backend of this 
55а, (00, It's sad to think that, if Edge ran the 


section today it'd be full of photo sticker units 





| pity today’s gamers. We had it all first. We had 
multiplayer gaming with sweat, blood, and tears. We 
had characters you'd upgrade with skill or cash. We 
had Gauntiet in the toughest arcade in Swansea. 
The death of the arcade is rarely lamented. 
Perhaps we're just relieved we don't need an 
umbrella to get a gaming fix. | know patrons of 
the toughest arcade in Swansea who are happy to 
have escaped with their lives (drug addiction or 
criminal records notwithstanding). But there was a 
time, 1985, playing Ataris Gauntlet, when the arcade 
was gaming's ground zero. A level playing field 
greeting all-comers. 
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Welcome, Valkyrie, Or Warrior, Wizard or Elf, 
Nerdy kids, we each had our favourite, and at 
lunchtimes we'd discuss SAS-style room clearance 
with minimal loss of lifeforce. Valkyrie would dispatch 
the generators. ЕЙ would cover, Wizard wouldn't 
waste a potion. Warrior — thump things. 

On Saturday we'd convert our paper rounds into 
50 ten-pence pieces — and we'd go for it. By midday 
we'd be surrounded by a dozen people - it felt like 
hundreds — and we'd be battling on level 53. But our 
lifeforce was running out, One by one, we'd sell out 
our characters to the boys with cash. Which 
ironically was just what the games industry did. 
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INDOXE 


| am writing in a state of apoplexy brought 
about by a number of respectable publications, 
such as your own, blithely dismissing games which 
have not ‘embraced’ the future — ie are not 
rendered in three dimensions. 

| quote from the July 2003 issue of Edge in 
which Rise of Nations was reviewed: "Although 
viewpoints appear backward at a time when 
embraced full 3D." 
superiority? When a game is not served by the 
added complexity and complication of 3D, what 
mileage is gained from including it? | know it's 
fashionable these days to make every game 3D 
(witness the barrage of inferior 3D updates to 
classic 2D titles), but what is fashionable is a 
notoriously poor indicator of what is desirable 

Why is a fixed, in this case isometric, viewpoint 
backward? Two of the most beautiful and well 
executed games Гуе played in the last few years — 
free from 3D, and much better for it, without the 
seemingly inevitable 3D baggage of crappy camera 
angles, confused and frantic clicking and searching 
for enemies, and a blocky, soulless appearance. 

There are times when going against the grain is 
required. Give me a beautifully rendered static 
object over a multi-directional-polygonal-vectored- 
whatever any day. Rise of Nations is a strategy 
game (albeit an RTS, which is another area | have 
a beef with) not a firstperson shooter. You 
shouldn't need a ninja computer to run it, and you 
don't, but it still looks damn good in my opinion. 

Don't get me wrong, certain genres have 
advanced considerably, or even been invented, 
with the introduction of 3D — the shooter, the 
stealth ‘em up, for example. But who honestly 
believes the new Prince of Persia will be a patch 
on the original? 

| sadly await Civilization 4 — coming soon with 
3D accelerated graphics, squad-based gameplay, 


Communicate by post: 


Or email: 


edge&futurenet.co.uk 





and whizz bang particle effects which will no doubt 
wow the slack-jawed soulless minions of orthodoxy 
with their super-fast computers and copies of Max 
Payne, but hammer another nail into the coffin of 
those who prefer quality over glossiness. 

Colin 


Edge is in no way an advocate for 3D gaming for 
3D's sake. Titles such as Viewtiful Joe, and yes. 
Commandos are ample demonstration that a move 
to three dimensions isn't always desirable. In the 
particular instance of Fise of Nations, however, it's 
true to say thal the use of Isometric visuals do 
appear backward when the transition to 3D has 
been embraced by other, similar titles with a 
dramatic, and positive impact on the tactical 
scope of the genre. 


In E125 RedEye managed to hit the пай on 
the head in his own, unique style. Where he erred, 
however, was assuming that we should merely 
encourage traditional artistic types to join the 
However, these mediums, as brilliant as they are, 
are incredibly non-interactive and usually the 
observer sees them exactly as the director or 
painter intended them to be seen. Games on the 
other hand, are completely different. The player 
often sees things that tha designers never even 
realised were possible — a fact that is especially 
true of those games that feature emergent or 

With many games it is obvious that user input 
determines a large part of the playing experience. 
Indeed a game designer has more in common with 
a car designer than a film director in the respect 
by the user and from time to time both cars and 

| take issue with the idea that somehow artists 
of more respected media can come up with better 
ideas than anyone eise for a medium that is so 
radically different from their own. For example, | 
was recently blown away when someone 


Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 


suggested that, “Sony should make a game where 
you use the ЕуеТоу to steer an F1 саг using hand 
movements.” | was even more surprised by the 
fact that this briliant suggestion came not from 

an artist, but from my mother, 

We don't need to welcome more artists into the 
industry; instead we should simply be welcoming 
they do in life. You never know, they might just 
videogame industry should change its insular 
manner and listen to the odd passing comment or 
email. Or at least listen to the odd middle-aged 
want. One day even | will be over the hill and mosi 
likely not up to the challenges of Wario Ware Inc. 


RedEye's diatribes usually таке те 
smile but last month's really made me think. His 
suggestion of inviting random creative types to 
consider using videogames as their medium of 
expression is sound - the problem with the 
ability (or lack of it) but perhaps because they 
were all too familiar with videogame mores, 
resulting in Enter the Matrix being generic to the 
point of self parody. 

The thought of people like Pedro Almodóvar or 
exciting, though maybe we shouldn't invite Peter 
Paul Drury 


inviting opinion from outside the narrowly targeted 
videogame audience of young white males is 
obviously desirable, though it's difficult to see how 
the process could be structured so that it doesn't 
turn into some sort of half-baked focus group 
testing. it's also difficult to see the industry's force: 
of conservatism entertaining the notion very 
seriously. As for the Wachowskis, it also anpears 
that they were unfamiliar with both the day-to-day 


"At what point did 3D become synonymous with superiority" 
When a game is not served by the added complexity and 
complication of 3D, what mileage is gained from including it^ 
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workings of Ihe development process and the 
technical limits of current gaming hardware. 


| can't Say | speak for everyone in my part of 
the world but | just feel confused, Ур to this point 
of my life, videogames were just a fun way to 
spend my time. Since Edge has shown me the 
bigger part of the gaming world, | just wonder 
where | fit in. Living in south east Asia, people 
might assume that | can get the latest releases 
from the three powerhouses of the videogame 
world. Far from it. 

Prices tor games and consoles are high, piracy 
continues to dominate and the acceptance of 
videogame culture just cannot break through. | still 
live with my parents and the guilty feeling of taking 
their hard-earned cash to purchase a $50 game 
just is too much. Even sharing my obsession with 
other people is a hard thing to do. It is just 
too mainstream or whatever you want to call it, 
over here. It is sad to see that the only thing driving 
the real 'garners' in my country 8 pirated 
software, But to my surprise, Rez, Frequency, 

Vib Ribbon and many similar titles are not even 
available in bootleg form. 

Judging by the pages of Inbox every month, so 
many people in the UK share the dream of pure 
and fun videogames. Even issues surrounding the 
videogame world are discussed in this section, 
from female gamers to violence and even Edge 
being a film critic. 

Brian Tan 


Forgive the apathy. but | honestly 
thought that a decent contingent of Edge's readers 
would be able to respond faster than me. No 
review scores. Masterstroke. Review scores are the 
bana of film reviews. Review scores are utterly 
redundant when attached to music reviews. 
Review scores are de rigueur with game reviews, 
and it's here, in the young industry's culture of 
numbers-obsession and digital, on-or-off logic, 
where they arguably have the potential to do the 
most harm. 


Are the isometric graphics in Rise of Nations 
backward looking? Perhaps, given that every other 
leading RTS has benefited from the switch to 3D 


Review scores remind me of the scene in 
‘Dead Poets' Society’ where Robin Williams 
renders ludicrous and tyrannical the entire idea of 
'scoring' poetry — yet the idea was largely ignored 
that this could maybe be some kind of metaphar, 
that maybe assigning an arbitrary numeric grade to 
any work of art is a puerile gesture that 
diminishes the artistic value of even the most 
mediocre output. 

Some time ago, Steven Poole wrote a Trigaer 
Happy column on the subject of analogue/digital 
interlaces. His underlying point, or at least the way 
| interpreted it, was that the human animal is not a 
digital one, We are analogue. We have peaks and 
valleys in our appreciation of an experience, and 
sometimes we need something а little more 
descriptive than a scale of 1 to 10 to describe this 
appreciation. Even the hackneyed device of 
scoring a number of (increasingly silly) components 
of a game can't begin to quantify how a person 
experiences a дате, 

Аз a discussion of artistic output, Edge's 
reviews are pretty much unmatched. Taking the 
next logical step, of totally doing away with 
arbitrary ratings. was a brave step and one | 
would urge you to consider further. (Don't worry 
about us — you've always done what you do 
and followed through confidently, and | think you'll 
find that this confidence in Edge's decisions 
spreads to your readership). 

Oh, and a closing aside: your matter-of-fact 
disassembling of the reviewing machine in the 
same issue is to be applauded: not for any kind of 
revelation of industry practices (which you never 
really claimed to offer), so much as for the fact that 
such a cold, unsympathetic laying bare of the 
shortcomings of the art of criticism offers up the 
challenge for readers to be more literate and 
quastioning of the hallowed videogame critic. And 
because, of course. you are, in effect, throwing 
down the gauntlet for Edge readers to demand 
only the highest standard of critiquing from Edge 
itself, Which is welcome. 

Tom 





Kevin Williams makes a fair point 
about the origins of Stunt Car Racer (E126); 

the similarities between it and Hard Drivin’ are 
many. Hard Drivin' was full of leaps and ramps; like 
Stunt Car Racer it wasn't a 'straight' racer and its 
crude polygon vehicles are of the same family. 

In fairness, almost every 3D driving game or 
flight sim of that era adopted a similar visual style 
out of necessity and if that alone constitutes 
plagiarism there isn't an original game on the 
market. It's worth pointing out that Stunt Car Racer 
played much better than the home versions of 
Hard Drivin' too. 

| can remember in the early ZX Spectrum 
years that each month brought a slew of new 
releases reviewed in magazines, often 
accompanied by remarks thal they were ‘highly 
Original’. It's only in the last few years that — 
thanks to MAME mainly = it can be seen that 
very, very, few of these games did anything other 
than completely rip off obscure arcade or console 
titles that vary few gamers would have come 
across at the fime. 

If anyone wants to truly set the record straight 
and stop ‘revisionist’ games history, they'll have to 
go a lot further back than Stunt Car Racer. 
Aonghus de Barra 


| don't know i you're interested but I'm 
pretty sure Кемп Williams has got it wrong in 
your letters раде. | can be sure that Geoff 
Crammond didn't copy Hard Drivin’ because | 
was а! Telecomsoft when he was writing Stunt 
We were at lunch one day in Soho and | asked 
him if he wanted to pop into the arcades to look at 
this new Atari driving game called Hard Drivin’ (or 
possibly Hace Drivin’) because there were some 
great levels and maybe he could get some ideas. 
He said he definitely didn't want to because he 
didn't want to be accused of npping them off. 
Colin Fuidge 


Well. There you have it. 


"We have peaks and valleys in our appreciation of an 
| experience, and sometimes we need something a little 
more descriptive than a scale of 1 to 10 to describe this" 
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Viewtiful Joe (GameCube) 


Advance Wars 2 [Game Boy Advance) 
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Killzone Prs Sabon] 





Pokémon Ruby & Sapphire (Gama Boy Advance) Pillage (PC, P52, GC, Xbox) 
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